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«l  write  these  my  last  words  to  humankind  in  pure  despair » 


*No  one  harkeneth  my  words  any  longer,  and  the  Inquisitors  will  soon  colled  me  for  the  last  trial  I  fear  this 
is  the  end.  The  evil  patterns  of  the  Dark  symmetry  have  stretched  even  into  the  Brotherhood  —  my  brilliant, 
beloved  Brotherhood 

But  here.  1  am  but  a  mere  scribe,  a  dying  star  on  the  endless  night-sky  Who  will  notice  mine  eternal 
absence7  J  pray  in  the  name  of  the  Cardinal  Nathaniel  —  the  Untainted  —  that  this  my  Iasi  work  will  not 
have  been  in  vain,® 


*fjhe  Capitolians  were  the  first  and  the  most  successful  Wherever  they  staked  their  claims  — 
on  Luna,  or  Mars,  or  outside  the  Asteroids  — they  brought  with  them  their  way,  the 
*The  begmnmg  was  in  the  Darkness  of  Ihe  Void  Capitolian  way  Their  messages  were  simple  and  without  confusion,  and  to  Cardinal 

We  had  long  striven  to  free  ourselves  from  the  bonds  of  Nathaniel's  honor  they  raised  the  First  Cathedral  in  the  city  of  Luna,  and  in  the  raw  stone  of  its 

gravity,  to  escape  the  Hell -pit  we  had  created  for  ourselves  on  walls  the  First  Chronicle  was  bh  graved  ® 


«0ur  most  devoted  disciples,  Bauhaus.  followed  shortly  after  and  even  before  they  were  esta¬ 
blished  on  Luna,  their  proud  Homebuilders,  hand-picked  from  the  ancient  families  of  admirals 
and  counts,  began  to  clear  the  mighty  jungles  of  Venus  and  raised  the  foundations  of 
Heimburg.  the  Home  of  Hope  With  the  matchless  craftsmanship  of  Bauhaus.  they  erected  the 
Second  Cathedral  to  be  the  home  of  Cardinal  Toth,  and  in  its  mighty  garnet  walls  the  Second 
Chronicle  was  carved,  n 


trThird  was  Mishima,  who  gathered  all  their  power  and  selected  the  Chosen  Few  that  would  carry 
the  proud  name  of  the  Mishima  clan  out  to  the  New  World  In  the  appealing  hollow  underworlds 
of  Mercury  they  founded  the  cities  of  Longshore  and  Fuktdo,  to  eternally  remind  humankind  of  the 
success  and  bril  liance  of  the  now  sadly  divided  dan  Piercing  the  crimson  clouds  Thai  cover  the 
ground  is  the  Third  Cathedral,  home  of  Cardinal  Randolph  and  the  Third  Chronicle. » 


the  planet  of  dead  opportunities,  Earth  * 


•The  fearless  Pioneers  of  the  Capitol  corporation  founded  the 
first  settlements  on  the  Moon  and  the  red  planet  of  Mars,  and 
more  settlers  followed  from  the  other  prominent  corporations  — 
the  Homebuilders  of  Bauhaus  on  Venus.  Mishima  s  Chosen  Few 
on  Mercury  ,  the  Conquistadors  of  Imperial  among  the  asteroids 
and  even  further  out  New  empires  were  built  rn  the  new  world, 
empires  of  hope,  empires  for  a  better  future. 

Among  the  hopeful  generations  that  followed,  the  light  and 
ambition  prospered  as  never  before,  The  cities  grew,  and  the  new 
rulers,  the  managers  and  directors  of  the  four  megacorporarions. 
were  just  and  fair  In  the  face  of  rhe  Infinity  ot  space,  new 
teachings  arose  and  the  glorious  Brotherhood,  may  its  name 
never  be  soiled,  was  founded  and  united  humankind  towards  a 
promise  ol  paradise .» 


«Lasi  followed  the  glorious  and  haughty  Imperial,  whose  noblemen  struck  from  below  at  their 
larger  competitors  With  brute  force  they  challenged  and  conquered,  and  their  bold  cadres  ot 
Conquistadors  reached  further  out  than  anyone  had  ever  dared  to  go  before  Guided  by  the 
light  of  our  Brotherhood  they  sought  out  the  mysteries  and  secrets  of  outer  space,  attracting 
what  should  never  have  been  attracted,  awoke  what  should  never  have  been  awakened, 
oh  a  I  lenged  what  shou  Id  never  have  been  c ha  1 1  en  ged  .  ® 


-Here  the  administrations  of  the  Quartet 
gathered,  and  like  a  magnet  attracted  the 
freelancing  enterprises,  the  basis  of  creativity 
and  innovation  Within  the  span  of  a  few 
generations,  the  site  where  the  Capitol  pioneers 
placed  their  founding  Hag  grew  into  the  largest 
metropolis  of  all  time 

In  those  days  the  city  was  low  and  spacious, 
to  allow  entrance  to  the  play  of  the  dim  light. 
The  blind  faith  in  the  technology  that  destroyed 
Earth  was  dead  and  buried,  and  the  mayors  and 
citizens  of  Luna  proudly  expanded  their  city, 
improved  it.  allowed  The  free  enterprises  to 
settle  snd  prosper.  Those  were  the  days  ot  the 
city  that  never  slept,  when  Luna  throbbed  with 
activity  and  cheerful  smiles 

Alas,  at  the  peak  of  success  the  city 
transformed  and  the  society  took  new  shape. 
Man  began  to  shiver  and  question  his  strengths, 
feeling  comfort  only  in  the  hands  of  our 
Brotherhood  and  in  the  monumantality  of  the 
Cathedrals.  Instead  of  advancing,  he  began  to 
erect  memo  rials  of  old  times  and  buildings  more 
and  more  imposing,  yea.  Brethren,  even 
competing  with  the  Cathedrals  The  bright 
avenues  were  shadowed  by  the  ever  higher 
buildings,  the  open  squares  became  crowded 
and  bustling,  the  underground  was  explored  to 
create  space  tor  commuters  and  sewers  I  say 
unto  you,  THIS  was  the  arrival  of  the  Darkness, 
and  it  is  tor  this  I  now  must  pay 

For  the  first  time  since  our  leap  into  space, 
there  arose  conflicts  over  small  strips  of  land  In 
the  infinity  of  space  Hard  wars  were  fought 
over  petty  mines  and  strategic  outposts,  and  in 
the  board  rooms  on  Luna,  the  competition 
among  the  megacorporations  and  the 
freelancers  was  drawn  to  its  extremes.  Man 
was  no  longer  happy,  greed  and  ruthlessness 
look  the  place  of  joy  and  bfiss.» 


«As  the  Conquistadors  of  Imperial  took  their  first  steps  on 
the  Tenth  planet,  discovered  through  the  visions  of  Cardinal 
Nero,  a  gust  of  cold  wind  swept  over  the  world  Thus  it  was 
that  the  Darkness  stirred,  and  with  unequaled  ferocity  it  fell 
upon  the  young  worlds  of  Man  like  a  firestorm,  destroying 
and  corrupting  all  that  lay  in  us  way  Only  with  the 
strongest  determination,  endless  sacrifices  and  the  power 
of  the  sacred  Arts  of  the  Brotherhood,  was  the  wave  of  Evil 
brought  to  a  halt  Mankind  sighed  with  relief  and  the 
megacorporations  plumed  themselves  on  their  efforts  and 
continued  their  internal  feuds 

But  the  damage  was  done  and  Darkness  had  come  to 
stay,* 


uOr  Luna,  the  pioneer  spirit  of  the  megacorporations 
took  physical  farm  with  the  first  of  the  megacities.* 


«1f  ye  forgive  an  old  man  a  small 
note  about  these  brave  knights, 
the  Ooomtroopers.  I  am  but  a 
layman,  bijt  I  cannot  help  admiring 
these  young  men,  that  so  often 
have  saved  the  innocent  without  a 
thought  about  their  own  lives. 
Verity,  they  are  the  best  warriors 
ever  to  have  spoken  a  tongue  of 
Mankind,  they  deserve  all  my 
respect  and  honor  Even  the  best 
of  out  Mortificators  cannot  match 
Them  in  open  combat  —  I  should 
know  t  tried  ft 


«At  almost  the  same  time  as  the  Arrival  of  the  Darkness,  a  new 
actor  entered  the  stage  of  high  finance  and  technology  A  small 
and  insignificant  free  enterprise,  Cybertronic,  managed  over¬ 
night  to  gain  a  position  that  their  four  competitors  had  struggled 
and  warred  for  centuries  to  achieve  —  the  status  of  being  a 
megacorporation.  Despite  decades  of  research,  both  by  our 
Inquisitors  and  by  the  other  megacorporat  ions'  agents,  no  one 
hath  yet  been  able  to  uncover  the  secret  behind  Cybertronic's 
rise  to  power » 


^Finally  our  Observers  managed  to  force  the  mega- 
corporations  to  stand  united  against  the  threat  from  the 
Dark  Legion,  and  The  Cartel  was  founded.  But  our  hopes 
were  all  in  vain  —  the  Cartel  was  soon  infested  with  their 
own  thoughts  of  Evil,  not  much  good  was  done  and  instead 
the  Cartel  became  an  institution  for  protecting  the  interests 
of  the  megacorporations  against  the  freelancing  enterprises 
Finally,  they  managed  to  agree  on  one  point,  which  de¬ 
veloped  into  the  brightest  new  hope  since  the  Inquisition 
was  founded  —  the  Doomtmuper  force,  solely  devoted  to 
do  battle  against  the  Dark  Legions,  made  up  from  the  best  of 
the  megacorporaTions'  soldiers  * 


«The  followers  of  Semai  -  the  Lard  of  Spite 
-  infiltrate  the  human  societies  to  corrupt 
humanity  from  within.  Mrs  Corrupters  steal 
in  shadows,  promising  wealth,  glory  and 
power  to  the  weak  of  mind  # 


Lilian  -  the  Mistress  of  the  Void  - 
was  the  first  of  the  five  Apostles  to 
emerge  from  the  shadows  of  infinity 
She  is  the  most  potent  in  interpreting 
the  mysterious  ways  of  the  Dark 
Symmetry » 


^Demnogonis-the  Befouls  r— brings 
plague  and  pestilence  to  the  human 
worlds*  thereby  weakening  our 
defenses  and  paving  way  for  the 
forces  of  the  Darkness  * 


#The  face  of  the  Legion  is  truly  a  terrible  one,  but  even  more  horrible  is  the  brain  behind  it  ah,  the  dark  and 
cunning  scheme  that  corrupted  mankind  and  turned]  good  into  evil  For  centuries  we  have  watched  this  — 
spite,  malice,  envy  and  greed  —  grow  in  human  society,  even  in  my  brilliant  Brotherhood  Aye,  1  dare  claim 
this  without  hesitating.  But  my  days  are  done.  I  hear  the  rattling  of  keys  in  the  door.  # 


«As  the  First  Chronicler  later  carved  into  the  gray  marble  of  the  Luna  Cathedral  —  and  may  I  one 
day  be  forgiven  for  duplicating  these  words— And  so  did  the  Dark  Legion  descend  upon  us, 
howling  with  fust  for  destruction  and  corruption  Snarling  and  barking,  the  degenerate  wolves 
bared  their  teeth,  smelling  the  blood  and  carnage  that  lay  ahead  '* 


*Alproth-the  Lord  of  Technology-  is  the  Apostle 
of  war  and  destruction  From  the  birtchambers 
deep  within  his  citadels,  endiess  processions  of 
twisted  beasts  march  towards  humanity » 


*Muawijhe-the  Lord  of  Visions-  invades 
and  desecrates  the  dreams  of  man  and 
nurtures  the  insanity  latent  in  our  minds 
Spinning  his  webs  of  confusion  he  rules 
the  insane  and  the  feeble  minded  # 


MARTIAN  SUNSET 
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FREELANCER 
imperial™  MICHAEL  MCBRIDE 

Someone  said  I  represent  the  <Average 
Guy>  among  the  freelancers,  which  doesn’t  fee) 
very  comforting. 

Right  now,  I'm  working  on  the  Frazetti  case. 
One  day,  Axelthorpe  of  the  ISC  dropped  a  note  in 
the  mail-slot,  briefing  me  about  what's  going  on 
in  my  old  neighborhood,  He  also  gave  me  Martin 
and  Bentoni,  two  <dishonorables>,  and  told  us  to 
nose  around. 

And  what  the  heck,  you  gotta  pay  bills.  We 
would  get  enough  dough  to  make  it  through  the 
next  few  months,  and  maybe  even  a  bonus. 

For  this  mission,  )  used  the  Bauhaus  shoulder 
pads — light  and  flexible — Capitol  fatigue  pants 
and  a  pair  of  Ml  3  Bolters. 


SGT.  MICHAEL  MCBRIDE 

My  name?  I'm  Michael  McBride— friends  call  me 
Mike — <formen  staff  sergeant  of  the  Imperial 
Special  Forces,  I'm  29,  live  in  a  decent  two-room 
condo  in  central  Luna,  have  no  family,  at  least  that 
I  know  of,  and  right  now,  I'm  making  my  living  out 
of  odd  jobs  in  the,  well  (security  business*,  mainly 
for  the  ISC.  A  while  ago,  I  made  the  headlines  and 
appeared  a  couple  of  times  on  the  news,  but 
nowadays  I'm  hardly  recognized  on  the  streets 
anymore — which  is  just  as  well.  You  get  the 
picture — that's  me  at  the  peak  of  my  career. 
Pretty  cool  guy,  eh? 

On  this  picture,  I  wear  a  heavy  assault  combat 
armor  Mk.  Ill  with  venusian  cammo,  a  Mk.  43 
Intruder  assault  rifle  plus  an  Aggressor,  and,  of 
course,  the  Blood  Beret,  You  see  the  stripes  on 
my  right  shoulder — they're  my  sergeants  stripes. 
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Surviving 

Your  daily  life  will  look 
quit^ normal.  You  have  a 
place  somewhere, 
probably  a  car,  and  a 
decertt  bank  account.  You 
cah  choose  between 
doing  your  own  cooking 
or  eating  out.  You  go  to 
the  bank  once  in  a  while 
to  pay  your  bills,  get  your 
morning  newspaper, 
watch  TV.  pop  a  top  and 
relax. 

Boring.  This  is 
hopefully  not  why  you 
bought  this  RPG.  To  make 
a  long  story  short,  don't 
bother  too  much  about 
remembering  to  eat. 
g o i  n g  to  t h e  b ath  r corn 
and  filling  up  your  cat 
Let's  move! 


deliveries.  There's  lots  of  stuff  that's  simply  too 
hot  to  handle.  Stolen  goods,  equipment  under  rest¬ 
rictions,  kidnapped  persons,  physically  hazardous  wares, 
corporate  secrets,  and  much  more.  Inevitably,  this  at 
some  time  has  to  travel  from  point  A  to  point  B,  and  in 
case  of  failure,  the  corporation  mustn't  be  connected 
with  whatever  it  is.  Good  luck! 

investigation.  Also  when  it  comes  to  invest¬ 


happeni NG5.  Somehow*  the  freelancers  always 
seem  to  get  in  trouble,  whether  they  attract  it  or  create 
it  They  witness  murders  that  are  supposed  to  have  no 
witnesses,  they  are  constantly  caught  in  the  middle  of 
car -chases,  they  are  mistaken  for  inter-corpo  rational 
gangsters  in  the  Inquisition's  Black  Book,  their  friends 
are  kidnapped  and  their  relatives  disappear  That's  life, 
especially  in  this  world. 


For  the  imaginative,  there  are  no  restrictions.  Making 
money  is  easy,  earning  glory  and  power  is  harder  You 
will  gam  experience  and  a  reputation,  good  or  bad  Take 
your  pick! 

But  you  won't  make  it  on  your  own.  You  need 
backup.  You  gather  some  street  pals  and  start  a  Firm: 
WE'LL  DO  IT  ANYTIME!  Welcome  to  the  world  of  Free 
Enterprise. 

Whoever  employs  you  will  hire  a  crew  of  determined, 
hardened  men.  The  only  thing  they  know  about  you  is 
your  rep  and  your  price  Trust  just  goes  with  the  turf. 

There  are  many  unwritten  laws  among  the  corpor¬ 
ations.  One  of  them  is  that  you  don't  unnecessarily 
hazard  the  lives  of  your  own;  why  do  so  when  there  are 
Freelancers?  Typical  tasks  for  the  Free  Enterprises— 
you— are: 

infiltration.  One  method  of  gathering  inform¬ 
ation— and  not  an  uncommon  one — is  ro  give  Free¬ 
lancers  fake  identities,  drop  them  off  in  an  industrial  plant 
or  some  office,  and  wait  and  see  what  happens.  As 
infiltrators,  you'll  have  to  rely  on  your  acting  skills,  earn 
confidences,  and  walk  out  with  as  much  information  as 
you  can  Not  technically  illegal,  but  definitely  question¬ 
able 


anti-legion  operatives*  Few  things  are  as 
feared  as  the  Dark  Legion,  since  the  corporations  know 
very  little  about  it  Agents  and  soldiers  returning  from 
battles  and  missions  have  carried  with  them  parasites 
and  infections  which  are  totally  devastating  when 
activated  \r\  the  cities  and  base^camps.  People  have  been 
so  twisted  by  the  Dark  symmetry  that  they  never  will  be 
able  to  function  normally  again  And  those  are  the  ones 
who  return, 

Conclusion  Better  ten  freelancers  in  a  Citadel  than 
one  corporate  agent. 


surveillance*  The  megacorporations'  agents 
know  each  other  at  a  glance  If  a  person  needs  to  be 
shadowed  or  a  building  observed,  they  use  freelance  rs. 


exploration*  The  exact  flows  of  the  Dark  Patt¬ 
erns  are  as  mysterious  as  they  are  many  Dispatching  top 
agents  to  explore  a  Citadel,  the  Legion's  trenches,  a 
Heretic's  nest,  Infested  sewers  throbbing  with  the  Dark 
symmetry*  etc.,  is  a  waste  of  valuable  resources. 
Instead,  they  call  for  the  freelancers  . 


■gating  things— murders,  disappearances,  mysterious 
events,  abnormal  financial  increases,  acts  of  heresy, 
mutinies  and  rebellions — the  corporations  don' I  necess¬ 
arily  want  to  use  their  own,  after  all,  some  of  them  might 
be  involved,  or  at  least  suspect. 

Your  tasks  will  be  gathering  information  and  investig¬ 
ating  clues  with  little  or  no  support  from  your  employers. 


TH  E 

ADVENTURER 

So*  is  there  a  job  for  you  in  the  dark  and  dirty  world  of  Mutant  Chronicles?  As  a  freelancer  your  only 
guarantees  are  action  and  adventure.  Success  depends  on  your  skill,  bravery  and*  of  course*  a  whole  lot  of  luck. 

When  you  first  set  foot  on  the  world,  you'll  have  a  questionable  past  and  no  job.  The  last  thing  you  want  is 
the  suit  and  tie  existence  of  the  corporate  world*  even  if  Ft  means  a  steady  paycheck.  No,  you've  decided  on 
adventure*  intrigue*  and  an  occasional  cash  deposit  in  your  account  Hours  are  lousy  and  danger  is  high.  But, 
somehow  it  all  appeals  to  you.  That's  why  you  are  a  freelancer 

Speaking  of  money*  the  old  crowns  are  starting  to  get  scarce.  Time  to  hit  the  streets*  drum  up  some 
business.  Maybe  you  ought  to  head  down  to  the  Dugout  toss  a  few  back  and  check  the  rumor  net.  Don't 
forget  your  vest  and  piece. 


welt  reputed  freelancers, 
known  for  being 
end  efficient, 


LUNA 

Circling  the  wasted  Earth  is  the  greatest  city  ever  constructed,  spanning  large  parts  of  the  surface  of  Luna  and 
even  burrowing  deep  into  the  heart  of  the  moon.  Luna,  once  just  a  spectral  orb  in  the  night  sky,  had  become 
the  new  home  for  man. 

This  is  the  city  of  Luna.  From  the  Ancient  Quarters,  downtown  Luna,  the  worlds  of  man  are  ruled  by  the 
enlightened  Brotherhood  and  the  often  corrupt  and  scheming  megacorporations.  Outside  the  Ancient 
Quarters,  into  the  Perimeters,  the  city  has  grown  to  cover  ten  times  the  area  of  any  city  man  has  ever  known, 
and  it  is  still  spreading  like  a  cancer. 

Luna  is  an  open  city,  regarding  architecture,  mind  and  restrictions.  You  can  travel  freely  almost  anywhere. 


ix  j: 


you  can  talk  to  anyone  and  get  a  straight  answer,  and  most  of  the  time,  you'll  see  the  sky.  However,  you'll 
notice  sharp  contrasts  between  the  different  districts,  mainly  due  to  the  living  standards.  As  always,  the  rich 
have  gathered  together  in  their  own  areas,  the  factories  have  been  clustered  away  from  where  people  live,  and 
shopping  districts  have  been  established  to  more  easily  attract  larger  numbers  of  people. 


LUNA  CITY 


Luna  is  the  home  of  millions  and  millions  of  people,  and 
despite  the  fact  that  there  is  little  status  in  living  at  the 
center  of  the  world,  people  from  ever/  branch  and  level 
of  society  can  be  found.  Ail  the  megacorporations  and 
most  of  the  more  prominent  free  enterprises  have  their 
head  offices  here,  and  the  corps  of  officials,  agents, 
managers  and  businessmen  is  huge.  And  since  they  all 


need  people  around  to  lake  care  of  them— the  service 
sector  is  even  larger. 

Just  surviving  the  day  is  no  big  deaf—most  parts  of 
society  is  pretty  smooth  and  simple.  The  difficulties 
begin  when  you  start  messing  things  up,  It's  not  a  good 
idea  to  make  enemies  among  the  megacorps 


OUTLOOK 


Luna  as  ft  is  today  was  built  on  the  foundations  of  the 
early  colonies  It  was  logical  that  the  construction  of  the 
new  city  followed  the  basic  structure  of  the  settlements 
and  Luna  was  initially  constructed  mainly  under  ground. 
Stronger  structures  were  devised  against  natural  hazards 
and  allowed  the  city  to  surface  and  develop  in  a  more 
conventional  way 

Seen  in  profile,  Luna  could  be  compared  to  a  gigantic, 
lone  volcano,  slowly  rising  higher  and  higher  to  finally,  in 
the  center,  nse  sharply  in  a  feeble  attempt  to  slice  the 
sky  Here  and  there  the  spires  of  Cathedrals  pierce  the 
slopes  like  darning-needles;  the  tops  of  huge  monuments 
can  be  seen  scattered  along  the  hillsides  like  decapitated 
heads;  parks  and  rambling  areas  can  occasionally  be  seen 
as  moss-growths,  and  where  the  voicano  rises  from 
ground  level,  strings  of  smoke  rise  from  innumerable 
chimneys,  and  the  constant  rumble  from  the  city  creates 
the  impression  that  the  volcano  might  erupt  at  any  time 

THE  ANCIENT  QUARTERS 

As  in  most  cities,  the  richer  parts  of  Luna  are 
concentrated  in  the  older  areas  The  further  under  the 
surface  you  go.  the  more  wretched  the  surroundings 
become 

The  central  parts  of  Luna  were  designed  by  a  new 
cadre  of  architects,  the  new  romantics  They  returned  to 


The  «Once 
High-Tech 
\society» 

With  the  onslaught  of  the 
Dark  Legion  and  the 
invisible  influence  of  the 
Dark  symmetry;  society 
changed  drastically,  many 
electronic  machines  could 
ho  longer  be  trusted;  at 
best*  they  simply  broke 
down.  At  worst,  they  ran 
riot  and  became  the  bene 
of  many  who  put  their  Fate 
in  the  hands  of  the 
deceptive  and  incompreh¬ 
ensible  technology. 

But  still,  the  know-how 
exists.  The  industrial 
robots  are  still  There, 
disconnected  and  stripped 
i  of  all  their  chips*  The  ^ 

f  gigantic  spaceships  that 
carried  man  to  the  edges 
of  space  still  exist  as 
fff*  hollow  skeletons  of  the 
past,  the  computers  that 
ruled  the  society  of 
humankind  are  stored  in 
musdpms  and  protected 
from  the  Darkness.  Blu^ 
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Crime  and 
Punishment 

Luna  is  a  liberal  city,  f 
which  reflects  in  the  laws 
and  regulations,  but  they 
vary  a  lot  depending  dn 
the  victim.  Carrying  arms 
is  not  prohibited,  but 
without  a  special  waiver, 
you  may  only  use  them 
for  self  defense  Certain 
areas  are  restricted  for 
unauthorized  citizens,  but 
the  enforcement  of  this 
also  varies,  Of  course,  all 
kinds  of  unnecessary 
violence  and  seizing  of 
others'  possession  (i,  e. 
burglaries,  muggings, 
thefts  1  are  strictly 
forbidden, 

Tbfe  punishment 
regulations  are  also  a  web 
of  paragraphs  and 


exceptions.  The  most 


common  punishment  is 
on-the-spot  execution;  as 
most  law  enforcers  fire 
first  end  ask  questions  :: 
later.  Too  many 
policqhten  have  beep 
killed  to  fjpfr-any  chancy 
Ot be rwi cpm rru?n  ’|1 
sentences  are  hard  labor 
(for  years)  or  dtsport^Jqft. 
Fines  ate  rare* 
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attracting  too  much  attention  Entertainment  of  all  kinds 
can  be  found,  both  on  the  streets  and  inside  the  worn 
walls. 

It  is  also  a  lawless  area.  Unwritten  rules  govern  much 
of  what  happens  here  and  the  Cane!  leaves  the  area  to 
govern  irself  Only  in  cases  of  major  riots  or  insurrections 
do  the  megacorporations  or  the  Brotherhood  bring  in 
their  own  military  forces  to  quell  the  disturbances. 

Life  in  the  Perimeters  is  harsh  and  unforgiving  Here, 
the  city  is  darker  and  colder,  shrouded  in  steam  from 
leaking  pipes  and  coughing  machines.  The  blue  light  of 
the  street  gaslights  throws  distorted  shadows  across  the 
walls  and  people  flutter  like  ghosts  between  the 
archways  and  narrow  alleyways.  Wheezing  vehicles 
make  their  way  through  the  confusion,  their  heavy 
engines  grinding  and  hacking. 


THE  INDUSTRIES 

Southeast  of  the  city  and  close  to  the  ports  lie  vast 
industrial  complexes.  This  concentration  of  heavy  industry 
has  no  equal  in  the  world.  Stretching  on  for  kilometer 
after  kilometer,  this  area  is  larger  than  most  other  cities,  it 
is  rivaled  only  by  the  industrial  might  of  Mars 

All  different  types  of  industries  are  represented,  and 
in  spite  of  the  advanced  technology  available  today,  most 
work  is  suif  carried  out  by  a  human  labor  force  The  fobs 


older  values  and  created  a  monument  to  lost  times 
The  architecture  is  massive  and  the  buildings  that 
make  up  this  older  part  of  Luna  are  huge  behemoths 
of  black  marble,  stone,  steel  and  glass.  Their  heights 
vary  The  highest  sky-scrapers  compete  with  the 
Cathedrals,  stretching  hundreds  of  meters  into  the 
skies. 

Centered  around  the  Tower— the  enormous  First 
Cathedral  of  the  Brotherhood  and  the  home  of  the 
Cardinal— the  city  spreads  out  like  a  disease.  The 
Tower  is  the  highest  building,  reaching  towards  the  sky 
like  an  enormous  spire,  several  hundred  meters  high, 

Around  the  Cathedral  the  megacorporations  have 
made  their  homes  Offices  and  research  facilities 
abound,  as  do  high-class  shopping  centers  and  luxury 
entertainment  palaces  The  areas  here  are  totally  under 
corporate  control  and  the  secunty  and  surveillance  is 
heavy 


THE  PERIMETERS 

The  area  between  the  older  parts  and  the  industrial  zones 
along  the  city's  edge  contain  the  largest  portion  of 
inhabitants  People  live  here  and  work  for  minor 
freelancing  firms  and  at  the  industrial  areas  and  the  ports, 
trying  to  get  by  without  trouble  Out  here,  the  buildings 
and  apartments  are  mostly  small  and  uncomfortable  and 
many  people  sleep  on  the  streets.  The  dismal  pattern  is 
occasionally  broken  by  magnificent  parks  and  artificial 
lakes,  or  by  fashionable  villa  areas  for  those  few  who  can 
afford  to  escape  the  gloom  of  the  streets. 

But  here  can  also  be  found  the  shady  parts  of  human 
civilization  The  nightclubs  and  bars  are  frequented  by 
criminals  and  people  who  want  to  operate  without 


are  hard  and  dirty  and  pay  is  poor  but  the  need  for  money 
keeps  the  work  poof  filled 

The  demands  for  profit  by  the  megacorporations  I 
ensure  the  running  of  these  industries  around  the  clock. 

In  the  tunnels  under  the  surface,  diesel  and  steam- 
engines  connect  the  industrial  zones  to  the  ports  There 
the  gigantic  transports  are  constantly  shipping  newly 
manufactured  goods  to  the  corners  of  our  system  The 
heavy  pollution  and  the  constant  dm  of  the  machines 
makes  this  area  hell  to  work  in. 

And  even  so  people  are  living  amidst  The  smoke  and 
despair  Some  workers  never  leave  their  posts  and  only 
rest  between  shifts  Few  enjoy  their  work  and  most  ’ 
people  dream  of  another  world,  another  life,  maybe  in 
the  financial  world,  maybe  in  the  military,  maybe  on  the 
other  side  of  the  law,  or  even  in  the  embrace  of  the  Dark 
symmetry  Only  dream  of  something  better  and  faith  in 
the  Brotherhood  keep  the  citizens  of  the  industrial  areas 
from  falling  into  total  despair 


THE  PORTS 

The  major  ports  of  Luna  can  be  found  in  the  more 
remote  pans  of  the  city,  A  few  older  and  derelict  ports 
exist  within  the  city  itself,  but  these  are  seldom  used 
except  by  smugglers  or  people  who  can't  afford  the 
charges  at  the  larger  pons 

Dirty  and  under  constant  construction  and  repair,  the 
port  areas  are  huge  complexes  dedicated  to  the  arrival 
and  departure  of  the  ships  that  traffic  between  the 
planets  Alt  ports  have  the  facilities  to  maintain  and  repair 
ships  and  guard  them  fiercely 

Most  ports  belong  to  the  different  mega  corporations,  A 
few  of  the  ports  are  independent  and  run  by  freelancing 
firms  and  companies.  These  ports  are  not  as  tightly 
secured  but  stilt  have  a  sizable  force  of  guards  and 
mercenaries  to  prevent  any  trouble  They  are  often  used 
by  smugglers  and  Illegal  immigrants  to  gam  entry  to  Luna 
without  having  to  pass  through  the  normal  channels  as 


well  as  providing  escape  routes  for  those  who  have 
made  enemies  within  the  Brotherhood  or  the 
megacorporations. 

The  majority  of  the  ports  are  also  self-sufficient,  to 
prevent  tshutdown  in  case  of  problems  in  other  areas  of 
Luna  or  anywhere  else  in  our  solar-system 

THE  MINES 

Most  of  the  early  colonists  original  constructions  were 
mining  settlements  situated  under  ground,  to  provide 
protection  against  the  meteontes  that  once  pounded  The 
surface.  The  major  part  of  this  enormous  system  of 
mines  and  settlements  is  still  there,  some  of  it  has  been 
used  for  the  Underground  lines,  some  shafts  have  been 
used  as  dumps,  others  as  sewers  or  ventilation  tunnels, 
and  thousands  and  thousands  of  entrances  have  been 
plugged. 

But  most  of  the  old  mines  are  still  there,  empty  or 
providing  shelter  for  the  homeless. 


ARCHITECTURE 


The  architecture  of  Luna  is  massive  and  the  buildings  are 
huge  behemoths  of  black  stone  and  steel.  Covering  the 
fapades  are  statues  and  gargoyles  and  enormous  tubes 
and  outlets  for  the  steam  used  to  heat  many  buildings. 
The  buildings  are  connected  at  many  levels  by  stone 
bridges  or  rusting  iron  steps.  The  further  out  you  get  into 
the  Perimeter,  the  lower  the  city  profile  is,  and  therefore 
many  prefer  to  live  here,  m  the  light  and  open  areas. 
Then  again,  the  further  away  you  get  from  the  Ancient 
Quarters,  the  more  hazardous  the  environment  gets. 

Downtown  at  night,  the  streets  are  shrouded  in  the 
cold  wet  fog  that  spews  out  from  the  ventilation  systems 
when  the  temperature  falls.  The  streets  are  lit  by 
gaslights,  giving  the  buildings  a  blue  tone  and  throwing 
diffused  shadows  on  the  walls. 

Another  philosophy  behind  Luna's  architecture  is 
monumental^,  To  strike  the  populace  with  the  power, 
might  and  glory  of  the  Brotherhood  and  the  corporations, 
the  buildings  are  made  as  imposing  as  possible,  facades 
are  covered  with  expensive  ornaments,  memorials  are 
raised,  archways  are  adorned  with  names  of  conquests 
end  deeds— all  to  impress  the  man  on  the  street  and 
convince  him  that  the  Establishment  is  all  powerful 


SHOPPING 


Going  shopping  in  Luna  is  a  real  treat,  especially  if  you  go 
to  the  shopping  districts  downtown  You  can  find 
absolutely  anything  you  want,  and  there's  such  a  mix 
anyone  can  find  exactly  what  he's  looking  for,  even  if  it'll 
take  a  while. 

But  of  course,  if  you're  looking  for  something  really 
special,  you'll  have  to  go  outside  the  center,  to  the 
Pen  meters,  and  you’ll  need  connections  This  is 
especially  true  for  weapons  and  drugs;  you  won't  find 
them  inside  the  mega  corporations  security  lines. 

AH  currency  is  valid  in  Luna,  The  standards  of  the 
stores  vary  with  their  profitability— from  crude  counters 
in  front  of  a  hole  in  the  wall,  to  magnificent  shopping 
palaces 


1 


/ 


/ 


/ 


/ 


Space  Travel 

The  only  purpose  of  this 
pas^ge  is  to  enable  the 
GM  To.ger  the  characters 
from  point  A  to  B,  Space 
travel  is  not  a  vital  part  in 
Mutant  Chronicles*  and 
therefore  we  don't  detail 
it — especially  since  it  is 
almost  perfectly  similar  to 
today's,  charter  travel.  You 
go  to  an  airtspacelport, 
check  in  your  luggage, 
board  the  airfspacelcraft, 
take  off,  and  a  while  later 
you Ht  find  yourself  in  a 
new  place.  Travel  times 
(check-in,  boarding,  etc., 
not  included)  and  costs  in 
crowns  are: 

Distance  Travel  time  Cost 

Meft:iH;V'Venus  5  days  5,990 
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4  days  5,490 
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The 


Cardinal's 
Crown 

The  only  currency  in  f 
universal  use  in  the  world 
of  Mufanf  Chronicles  is 
the  Brotherhood's  Card 
inal's  Crown.  It  is  used 
everywhere  by  everyone, 
and  it  is  always  the  most 
favored  currency  in  stores 
and  when  striking 
business  deals.  All  the 
stock  markets  use  the  CC, 
all  trade  between  the 


The  prevailing  philosophy  in  the  Luna  cuisine  is  that  food 
is  a  means  of  filling  your  stomach  Of  course,  there  are 
restaurants  that  serve  the  finest  cuisine  on  Luna,  but  the 
prices  are  out  of  range  You  could  spend  two  months' 
salary  on  one  dinner 

So  most  of  the  time,  people  go  lo  lunch  restaurants  or 
a  street  shack,  do  their  own  cooking  for  dinner,  or  maybe 
go  to  their  local  diner,  where  they  are  served  a  homely 
fare  without  any  exotic  ingredients.  The  menu  looks  Tike 


it  always  has— though  what  is  real  and  whai  is  synthetic 
is  always  questionable  This  goes  for  what  you  drink  as 
welf— but  stay  away  from  Martian  ale.  sometimes  the 
yeast  mutates  and,  well,  the  results  aren't  pretty 

The  local  diners  are  always  open  and  serve  as  a 
meeting  place  for  friends  and  family.  They're  often 
furnished  with  a  jukebox  playing  the  latest  hits  and  a  few 
arcade-machines. 


ENTERTAINMENT 


So,  what's  up  after  work?  You  could  always  go  to  a  bar  or 
dance-hall,  to  a  cinema,  theater,  museum,  opera,  a  live- 
music  restaurant,  or  whatever  People  enjoy  what  has 
always  been  enjoyed,  music,  action,  art  and  that  stuff  The 
entertainment  business  is  a  breeding-ground  for  corruption- 
undeclared  money  makes  up  most  of  their  profits. 


But  also,  surpnsmgly,  many  people  visit  the 
Cathedrals  regularly,  to  find  solace  in  the  words  of  the 
Brotherhood,  to  get  away  from  the  bustling  streets  and 
the  stress  of  work,  for  confessions.  Many  also  do  it  just 
out  of  habit. 


megacot  potations  is 
executed  in  CCs,  and  it's 
the  only  currency  that  you 
can  be  sure  Is  legal  tender 
everywhere,  even  if  the 
Imperial  Sterling  and  the 
Capitol  Dollar  are  also 
cufmmi  n  a  I  I  pa  rts 

of  the  system. 

The  <ihead$»  side  of  the 
corns  all  carry  a  stylized 
picture  of  the  current 
Cardinal,  with  his  name 
and  number  at  the  bottom,; 
On  the  cftdtt $*  side  is  the 
denomination  and  the  t 
device  pf  the  Brothe  rhiopct,  ; 


THE  BROTHERHOOD 


More  than  three  quarters  of  Luna  s  population  go  10  the 
Cathedral  at  least  once  a  week,  just  in  case  the  Dark 
Symmetry  should  fail  upon  them  Besides  the 
Cathedrals,  the  Brotherhood  is  constantly  visible,  in  the 
form  of  street  missionaries,  recruiting  offices,  and,  most 
spectacularly,  the  characteristic  inquisitors  and  Mystics 
on  the  streets. 

The  Brotherhood  has  power.  Inquisitors  are  more 


respected  than  any  lew  enforcers,  people  cross  the 
street  to  avoid  meeting  a  Mystic  on  the  sidewalk,  and  if 
anyone  wants  to  say  something  disrespectful  about  the 
Brotherhood,  it's  done  in  whispers 

The  Brotherhood's  propaganda  flyers  constantly  warn 
of  heretics  and  foul  creatures  of  the  dark,  a  reminder  of 
how  badly  in  need  of  the  Brotherhood  the  common, 
helpless  citizens  are 


MEDIA 


Bui  the  Cardinal's 
Crowns  represent  much 
mor&,  than  just  money.  To 
most  people,  it's  a  symbol 
for  constancy  and 
consistency.  For  example, 
some  people  use  them  as 
charms,  it  is  common 
practice  to  « swear  by  a 
Cardinal*,  and  just  about 
every  soldier  carries  a 
10,000,  or  at  least  a  1,000 
CC  coin  around  the  neck, 
both  to  bring  luck  and  to 
pay  for  medical  treatment 
or  a  funeral  should  they 
be  wounded  or  killed  in 
action. 


A  «  The  Cab 

■Ti  Companies 

&  t  I  There  are  a.muftimde "of 
jf  i  ■  larger  and  smaller 
1  1  I  freelance  cab  companies 

"t;  |  *  fighting  for  the  millions  of 

people  wanting  transport 
every  day. 

Taking  a  taxi  is  stiHthe 
I  *$8r  ^  safest  way  of  using  public 

J  K  transportation,  and  if 

1 1 1  ;| «  you're  lucky  you  might 

*  A  3vs rt  get  to  yout  jrteeti ng 


make  sure  they  ate  armed 
before  entering  a  taxi  and 

ter  ,  .  ■  ■  „y,  ■  :  :.,v 


The  major  media  sources  are  the  morning  papers  and  TV 
In  the  morning  people  switch  on  the  radio  Every  hour  the 
Brotherhood  broadcasts  a  special  news  bulletin,  reporting 
the  developments  within  the  city  and  the  system 
Between  these  broadcasts  the  megacorporations  have 
their  own  programs,  informing  all  about  their  wonderful 
products  through  expensive  Infomercials  and  providing 
light,  corporate-produced  entertainment 

Three  hours  every  night  the  Brotherhood  broadcasts 
their  evening  mass  over  the  television  network,  At  other 
times  the  corporations  send  light  entertainment  and 
commercials,  closely  monitored  by  the  Brotherhood 


everyone  within  the  embrace  of  the  company  They  are 
often  armored  (heavy)  and  sometimes  use  sheer  force  to 
push  through  crowds  or  traffic  jams. 


Moving  about  in  Luna  is  sometimes  an  adventure  in 
itself  The  chaos  on  the  streets,  where  cars  and  taxis 
battle  for  supremacy,  can  drive  anyone  insane  and  is  a 
clear  hazard  for  pedestrians  Still,  for  shorter  distances, 
walking  is  the  quickest  way  of  moving  around,  at  least  m 
the  «safe»  areas.  In  other  areas,  whatever  you  do,  don't 
leave  the  car  . 

As  for  longer  distances,  remember  that  the  city  is 
enormous  Getting  from  one  place  to  another,  even 
within  the  same  district,  might  involve  several  hours  of 
waiting  for  the  right  transport  to  show  up  The  best  bet  is 
to  take  your  own  car  if  you  don't  have  connections  within 
the  megacorporations,  or,  as  a  last  option,  take  the 
commuter  trains.  Otherwise,  there  are  always  the  cab 
companies,  but  they  might  be  very  expensive  for  long 
distance  drives 

The  megacorporations  have  fleet  taxis  usable  by 


THE  TRAINS 

The  major  means  of  transportation  in  Luna  are  the  trains, 
both  the  Underground  and  the  commuter  trains.  The 
different  lines  are  run  by  different  corporations,  each 
with  their  own  limited  responsibility  for  the  maintenance 
and  expansion  of  the  line  The  underground  corporations 
all  have  a  standing  force  of  troopers  who  patrol  the  lines 
in  search  of  Terrorists  and  the  evil  creatures  of  the  Dark 
Legion.  They  face  an  almost  impossible  task,  as  the  rails 
have  been  expanding  for  hundreds  of  years  and  many  of 
the  old  lines  have  been  forgotten,  providing  sanctuary  for 
the  mutant  scum  and  filth  that  fill  the  lower  levels  of 
Luna 


Most  people  use  the  Underground  to  get  to  and  from 
work.  The  dark  network  of  huge  tunnels  stretches  across 
the  city  and  connects  the  inner  parts,  the  outer  areas,  the 
industrial  areas  and  the  ports  It  is  the  best  way  of 
reaching  different  locations  in  the  city,  but  like  all 
transport  systems  of  this  kind,  it  has  its  drawbacks.  The 
tunnels  are  favorite  targets  for  terrorists  and  criminals 
who  blow  up  the  track  and  then  plunder  the  trains.  The 


stations  are  crowded  with  pickpockets  and  robbers  and 
the  risk  of  getting  into  trouble  is  high.  It  is  cheap,  fairly 
reliable  without  too  many  delays,  but  you  always  run  the 
risk  of  getting  mugged  and  murdered  in  some  dark 
tunnel.  And  they're  slow— calculate  that  a  two-day  trip 
will  involve  ten  to  fifteen  changes  to  gel  from  the  center 
to  one  of  the  remote  ports.  If  nothing  unexpected 
happens,  that  is. 


employees  inside,  have  f 
forced  the  architects  to 
solve  1 1 1 mmunicfftions 
problems  in  a  more 
rational  manner  than  with 
errand-bays  and  delivery  • 
firms.  ^ 

T  h 

buddings  have 
dispatch  syst^ma  wtltihiin'  1 
the  wails,  connecting  the 
most  important  '  ' 


The  Black- 
house  Under¬ 
ground  Station 

Imperial-controlled  Great 
Circle  Lines'  most  import¬ 
ant  [unction  is  the  Bladk- 
house  Underground 
station,  This  complex  lies 
ihe  Nonhf  Green  and 
Great  Circle  tines  tog¬ 
ether,  and  ihousands  of 
passengers  enter,  exit  and 
change  here  every  hour. 
The  proximity  to  the 
Reading  Palace  and  the 
many  official  buildings 
makes  this  a  natural 
destination  for  many 
Imperials,  and  the 
Bau  ha  us  Twin  Towers  are 
also  within  walking 
dtslahieieL 

The  Tube 
Dispatch 
System 

The  gigantic  official  ^  • 
buildings  in  Luna,  with 
tens  df  thousands  of 


LAW  ENFORCEMENT 


■<:.  f*;  ■  ;  ■  \v?  >'  ‘  w 


The  pressure  of  urban  life  is  nerve-wracktng.  There  is  no 
personal  space,  no  quiet  retreat  for  the  common  man 
Criminals  and  subversive  elements  place  bombs  on  the 
supermarket  shelves,  blowing  innocents  to  pieces. 
People  who  carf  t  take  the  pressure  run  berserk  in  the 
underground  stations,  taking  scores  of  people  with  them 
to  the^r  own  private  hells-  Food  and  supply  poisonings, 
riots,  and  snipers,  are  all  part  of  everyday  life  in  Luna. 

Downtown,  the  corporations  keep  the  order.  Mostly, 
their  patrolmen  walk  the  streets  in  pairs,  in  constant 
contact  with  the  station,  which  is  never  far  away  Patrol 
and  squad  cars  are  occasionally  seen  on  emergency 
missions,  with  sirens  and  lights  flashing,  using  the 
sidewalks  to  get  around  the  traffic.  Alarm  posts  for 


emergency  use  are  randomly  scattered  and  mostly 


out  of  order 


In  the  perimeters,  the  extent  of  the  megacorpor 


ations1  patrols  is  limited  to  the  fashionable  areas. 


Instead,  freelance  security  companies  and  guards 


enforce  the  law.  They  often  have  contracts  with  the 
landlords  or  store  keepers,  including  everything  from 
constant  patrol  to  occasional  checks  of  locks  and 
window  hatches.  They  are  not  very  heavily  armed 


their  morale  and  reliability  differs 


drastically,  as  do  their  fares  But  generally* 


you  get  what  you  pay  for. 


apart  from  normal 


enforcement*  squads  of  Inquisitors  and 


Brotherhood  troopers  patrol  the  entire  city 


searching  for  terrorists  and  other  criminals 


as  well  as  maintaining  the  peace.  These 


imposing  figures  move  through  the 


neighborhoods,  scaring  the  children 


forever  searching  for  the  evil  within 
ourselves.  They  act  on  information  given 
by  informants.  Sometimes  they  find  the 


real  terrorists,  sometimes  only  innocents 


which  is  almost  iust  as  bad  The  « inkiest 


aren't  known  for  asking  politely  before 
firing.  They  rarely  interfere  in  disturbances, 
muggings,  stick-ups  or  burglaries  unless 
they  suspect  Dark  influence,  but  as  anyone 
is  suspect,  most  people  avoid  the 
Brotherhood  on  the  street,  altogether 


Diseases  and 

M  UTATIONS 

Plagues  and  diseases  hold 
targe  parts  of  the  unregisb 
ered  population  of  Luna  in 
a  firm  grip.  They  vary  in 
dahger  from  harmless  but 
annoying  to  lethal.  The 
Brotherhood  claims  it's 
the  Heretic  culls  that 
spread  these  diseases. 

The  mutations  strike  in 
a  more  irrational  manner. 
All  levels  of  society  can  be 
affected  by  these  horrible 
distortions  that  make  tegs 
grow  backwards,  arms 
twist,  spines  bend 
inwards,  skulls  rot,  hair 
fall  out,  etc.  No  one  has 
any  rational  explanation 
to  this 

phenomena  that  turns 
even  top-executives  into 


outcast  sewer-rats. 


THE  STONE 

Archives 

Right  next  to  the  First  f 
Cathedral  lies  the  Stone 
Archives,  the  Brother¬ 
hood's  magnificent  library 
and  collection  of  the 
written  word. 

The  building  contains 
absolutely  everything  that 
is  worth  saving,  from 
advertising  brochures  and 
children's  book  to  diction¬ 
aries,  hand -written  chron¬ 
icles  and  constitutional 
acts. 

The  enormous  library  is 
organized  with  a  complic¬ 
ated  system  of  metal 
punched  cards,  but  you 
have  to  consult  one  of  the 
I  i  bra  rtan-s, :  apprentices  of 
the  fourth  Directorate, 
otherwise  you  can  be 
stuck  for  hours*  It  is 
forbidden  to  take  any 
scriptures  out  of  the  -- 
mighty  stone  walls  Of  the 
Archive, 


Fashion 

leystxji 


Luna  a  ;f 
Sl  y  tea,  fas* 
desigdss^p 
together  in 
of  cultures 
Generally,  • 
design  . 


at  night  trying  to  avoid  the  Brotherhood  troopers  and  the 
dreaded  Purges  They  seek  shelter  in  the  sewers  and 
garbage  dumps,  falling  prey  to  the  perverted  mutant 
bands  or  psychopathic  vigilantes 

Many  of  the  homeless  live  underground,  in  the  vast 
labyrinths  opened  when  laying  out  the  underground 
railway.  They  live  close  to  the  filth  dumped  from  the  city 
and  by  the  megacorporations.  and  disease  and  mutations 
are  common  Bands  of  homeless  roam  the  underground 
kingdom,  preying  on  the  weak  and  defenseless. 


For  those  who  live  outside  the  system,  on  and  by  the 
street,  life  is  a  blur  of  violence,  frustration  and  fear.  The 
backstreets  are  filled  with  the  dregs  of  humanity  and 
death  is  only  a  heartbeat  away  for  the  unwary  They 
support  themselves  by  begging  and  stealing,  and  by 
digging  through  the  wastes  of  the  rich. 

Many  of  the  inhabitants  of  Luna  are  homeless.  How 
many  is  not  officially  known,  as  they  are  not  registered 
by  the  Brotherhood  and  live  outside  the  social  system 
The  homeless  can  be  found  wandering  the  backstreets 


have  to  pay  at  all.  Thet 
are  drawbacks  with  Ilv 
there,  most  notably  th< 
violence  and  the  const 
purging  by  the 
Brotherhood. 

If  you  would  literal 
your  own  apartment  yi 
would  have  to  pay  fror 
one  hundred  thousand 
Crowns  up  to  several 
million  for  a  flat  in  the 
deher  areas. 


Newspapers 

There  •  are  several  la rge 
:sfewspapftrs  irv.%<;til:ation. 

Daily  GhrorJ'rej^  is  the 
|||^^E$9ly  reaS,  closely 
the  tndep 

||hde!hf;C'tti2er!i  financed  by 

issued  by  the 
iMMmmtid.  ia-a  sari  o»s. 


DRESSED  TO  KILL 


Knowing  how  to  dress  proper  I  v  the 

world  of  highsoclstv  and  finance  is  just 
4 a  Important  to  the  freelancer  0s  it  is  to 
\ho  corporate  dimbrng  executive 
Following  is  <i  snort  guide  pi  tinted  by 
Cartel  Consultant  Jonathan  Cordinyer 
(Co ullage f  1*  presently  the  main 
pfetyvf  to  investigations  tjy  the 
Johns mn  Commission,  where  he  ts 
being  cross  examined  a  fin  of  a  series  oi 
invert  worker  murders  on  Venus  wivte 

he  was  a  military  advism  there  } 

BAUHAUS 

The  Bmihaus  suit  is  definitely  the  most 
dating  outfit  vuu  cari  have  in  the 
cftfporaie  world,  Fa  hi  it*,  colors  and 
designs  all  send  the  message  of  self 
confidence  wealth,  and  social  fitendmci 
The  high  price  tag  makes  Ibese  suits 
common  among  media  and  movie 
stars,  ^rni  «f#  t h ere f me  considered  veiy 
chtc  among  corporate  officials  and 
eng  of  young  executives, 

suit*,  Beuhaus  sorts  have  narrow 

wd  a  rounded  nut  to  the  sleove, 
and  the  jackets  are  longer  than  those  of 
the  other  corporations,  Suita  come  with 
more  tokn  variety  than  any  other 
brand.  Dark  tones  oi  green  and  blues 
dHf  the  most  common,  Vests  of 
contrasting  color  and  bold  patterns 
complete  the  apparel, 


suit*.  The  -  Chit  Chip-  is  a  fusion 
between  a  uniform,  work  outfit  and 
ordinary  sulL  The  lapels  arp  only  a 
straight  snip  or  conlraating  fabric  with 
burtons  to  one  side,  giving  it  a  very 
stern,  militaristic  look.  Colors  an: 
Irmrted  to  dark  gray  and  black 


the  corporate  stores  This  is  another 
reason  you  sea  many  senior  citizens  in 
Imperial  sells. 

suits.  These  suds  are  double  breasted 
Three  buttoned,  and  range  m  color  from 
dark  green  to  black,  Thu  fabric  s  treated 
la  ensure  a  Hatter  look  than  its 
competitors, 

shirts  and  Ties,  The  imperial  shirl  is 
plain,  straight  and  white.  The  ties  are 
often  a  solid  color  with  small  decorative 
patterns.  The  patterns  are  important,  as 
they  afe  usually  the  symbol  of  a 
regiment,  university  academy,  or 
orgaiilratipn  and  Imperial  citizens  place 
a  lot  of  importance  on  this  sort  ol  thing. 


Shirt*  and  tie*.  The  Cyberttuhic  shirt 
is  white  with  a  thin  line  for  a  collar.  It  is 
not  recommunded  to  Wi?ai  a  tie  with  it 

CAPITOL 

Thu  most common  suit  on  Luna,  the 
Capitol  suit  cumfts  m  n  numfier  of  styles 
and  grades.  This  i«  llu?  classic  soil  lor 
the  common  man  and  is  accessible  in 
ah  price  ranges,  As  11  is  so  common,  it 
is  also  The  standard  outfit  far  many 
security  firms  aa  well  «s  the  Cartel, 
softs..  Suits  a* u  straight  and  always 
worn  with  a  vest  of  ihe  same  fabric. 
Colors  vary  but  usually  blues  and  g rays 
are  common,  some  with  pinstripes 
Many  people  cut  Ihe  tag  out  pf  a  Capitol 
suit  and  by  to  pass  It  off  as  a  more 
expensive  brand— no  upstart  executive 
would  be  caught  dead  in  a  cheap 
Capitol  suit. 


mishima 

This  corporation  is  similar  to 
Cybertromc,  since  they  often  use  crihoi 
Company  suits  in  me  field.  The  mnfit 
common  is  the  black  Capitol  suit  The 
Mishima  sun  is  unique  and  very  formal 
anrl  Is  worn  only  by  the  high 
executives,  hut  has  also  been  adopted 
by  diplomats  of  the  other  cor po radon b 
and  the  Cartel  when  Important 
negotiations  with  Mishima  are 
Involved 


Cost  of  Living 

The  rent  for  3  two-room 
aparfyne-nt  is  about  3,000 
Crowns  per  month.  The 
closer  to  the  safer  areas— 
the  Ancient  Quarters  and 
the*  Cathedrals— the  more 
expensive  it  gets.  Those 
are  the  chosen  areas  the 
'rich  inhabitants  of  Luna, 
both  because  of  the  safety 
and  the  cleaner  air. 

In  the  more  desolate 
Luna,  rent  is 
'  7  lower.  If  you 
1  at  all.  There 

notably  the 


from 

1 


shirts  and  Ties,  Bauhaufc  shirts  cornu 
with  the  rounded  collar*  and  are  always 
made  from  delicate  fabrics  The  ties 
com©  in  a  wide  selection  with  striking 
patterns.  The  us*  of  Bauhaus  tkt*  with 
Capitol  suits  la  common  tor  those  who 
can  only  afford  The  tin  and  want  TO 
make  an  attempt  at  a  statement 

CYBERTRONIC 

Because  of  the  diverse  fields  oi  the 
employees  of  Cyber* no nic,  there  no 
standard  suit  type,  though  both  Copilot 
►met  Imperial  are  common,  However 
the  board  of  directors  and  media 
spokospeople  all  so  am  to  lav  or  what  is 
known  as  ihe  chips"  These  soils 
have  also  found  a  market  among  the  art 
and  medio  crowd, 


shirt*  and  ties.  Button  down  collars 
on  while  ur  Tight  colors,  some  with 
stripes  Ties  are  usually  abstract 
partem*  that  go  subtly  with  the  suit 

Imperial 

Imperial  amts  are  considered  very 
classy  and,  like  Bauhaus.  veiy 
expensive.  However.  the  Imperial 
corporation  enaurca  that  most  of  their 
off!  eta  Is  wear  an  Imperial  suit  by 
offering  discount*  to  workers  through 


suits,  The  jacket  has  tho  lapels  oT  a 
dfftper  jacket,  always  in  dark  gray 
shades,  with  a  button  less  (concealed  f 
vest  In  either  black  or  gray 
shirts  A  HO  tie*.  Tho  shirt  is  similar  to 
a  white  tuxedo  shirt  The  tie  is  wider 
then  your  average  tie  and  come*  either 
solid  or  sti  iped  in  red  or  black 


waits,  small  statues-  etc,, 
all  to  commemorate  their 
dead. 


BANKING 

It’s  riot;  a  coincidence  that: 
peopi^^^k  cash 
credit  \^$fers.  The 
financial  svstent^^  iunft:;::!; 
is*  to  say  least, 
complicated  and  M"<*< 
rirgumstamteL  Tor  th# 
man  on  the  street,  that 
The  bnnk$af&  not  ; T? 


#$$$!$$$$ 


LIFE  AFTER 

Death 

The  MEMORtTAPHS  servers 
tombstones  of  all  those 
citizens  who  have  passed 
on,  Early  in  history,  the 
Purgers  of  the  Brother¬ 
hood  recognized  the  Dark 
symmetry's  influence  on 
the  remains  of  mankind's 
dead  and  decided  that 
C  re  mation —  pu  rg  i  ng^ — was 
the  only  possible  way  of 
permanently  avoiding  the 
corpses  being  corrupted 
All  the  ancient  graveyards 
were  dug  up  and  the 
corpses  cremated. 

Instead  of  graveyards 
and  tombstones,  the 
people  of  Luna  raise 
rderhdrttaphsr  of  Their 
dead;  gargoyles, 
memorial  brass  plates, 
carvings  in  the  stone 


Just  another  morning 

This  day  started  much  like  any  other.  Sirens  had  kept  me  awake  all  night  but  around  five  I 
managed  to  drift  off  to  sleep, 

I  got  up  at  seven  and  shut  off  the  alarm-clock.  It  was  ringing  like  crazy,  the  little  hammer  beating 
on  the  bell  again  and  again.  I  hate  the  sound.  Susie  was  already  up  and  about  in  the  kitchen  and  I 
could  hear  her  turn  on  the  gas  to  fry  some  bacon  and  eggs.  The  floor  was  cold  and  as  I  slipped  my 
feet  into  the  slippers  I  looked  out  the  window.  Between  the  bars  I  could  see  a  red  rain  coming 
down,  staining  the  plate  glass,  making  it  hard  to  see  outside.  I  knew  the  view  anyway,  the  blankly 
staring  gargoyles  of  the  neighboring  block  of  flats.  If  I  opened  up  the  window  and  leaned  out  I 
could  see  the  great  monument  of  the  sacred  warriors  and  the  Blood  Berets,  and  the  great  clock 
towering  over  the  statues. 

My  head  was  beating  after  only  two  hours  of  sleep.  I  was  at  the  pub  too  long,  but  I  hadn't  seen 
Phil  for  two  years  and  we  had  a  lot  to  catch  up  on, 

I  got  into  the  bathroom  and  turned  on  the  filters.  Another  ten  minutes  and  I  would  have  enough 
clean  water  to  have  a  quick  cold  shower.  To  heat  it  up  we  have  to  use  gas  so  I  take  the  showers 
cold.  Susie  doesn't*  but  that's  one  of  the  few  luxuries  I'm  able  to  give  her. 

I  took  the  razor  blade  and  shaved  in  the  stale  water  left  over  from  yesterday.  Using  the  rest  of 
the  water  f  quickly  brushed  my  teeth.  From  the  kitchen  I  could  hear  Susie  saying  thar  the  breakfast 
was  ready, 

On  the  way  out  I  stopped  at  the  radio.  It  was  giving  us  trouble  again,  fading  in  and  out,  I  opened 
the  panel  at  the  back,  but  all  the  glass  tubes  and  wiring  only  confused  me.  So  I  gave  it  good  kick, 
and  it  seemed  to  help.  The  news  was  on  and  they  reported  from  the  Brotherhood  mass*  where  the 
Cardinal  had  spoken  out  against  the  evil  within  our  society.  Then  they  played  a  few  hymns,  A  good 
man,  the  Cardinal  Where  would  we  be  without  him? 

I  fluttered  out  the  Chronicle  and  sat  down  m  the  darkness  of  the  kitchen,  trying  to  at  least  make 
out  the  headline  in  the  gloom,  Susie  had  served  breakfast  and  was  getting  ready  to  leave  for  work. 

I  watched  her  dress  and  put  on  her  hat.  She  was  on  her  way  out  when  I  reminded  her  of  her 
protective  vest.  And  the  rain  coat.  After  that  she  had  to  run  to  catch  the  underground  steam-tram— 

jees,  l  still  can't  believe  they  put  steam- 
trains  on  our  line  after  the  latest  cuts  in 
"  the  transportation  budget  Anyway,  l 

^  don't  like  to  have  her  running  after  the 

train,  not  in  the  state  she's  in.  Just 
another  three  months  now.  How  will  I  be 
abie  to  support  them  both? 

I  popped  two  slices  of  bread  in  the 
toastei  and  turned  on  the  gas,  The  blue 
light  fluttered  weakly  and  I  had  some 
difficulties  getting  it  alight*  I  could  hear 
the  rattle  of  the  elevator  as  it  stopped  at 
our  level,  Someone  pushed  the  metal 
doors  to  the  side  and  got  out*  Then  they 
disappeared  along  the  corridor.  I've 
complained  about  the  elevator  several 
times  but  they  don't  seem  to  be  getting 
around  to  fixing  it.  I  heard  that  Mrs. 
Stevens  got  stuck  for  three  hours  last 
week.  If  it  had  been  a  cold  night  she 
might  have  died.  Well,  if  they  don't  do 
anything  about  if  HI  make  sure  that  the 
Boarding  Commission  hears  of  it. 

I  ate  the  last  of  the  bacon  and  got  up 
from  the  table.  I  had  two  hours  to  get  to 
the  (ob  so  I  had  to  get  going  soon.  After 
the  shower  I  got  out  my  suit  and  holster 
and  started  to  get  dressed.  I  finished  off 
with  the  protective  trenehcoat  and  the 
dark  hat  Susie  gave  me.  I  checked  that  I 
had  all  my  papers  in  the  briefcase*  and 
brought  out  a  large  pile  of  grammar  tests 
that  I  should  have  corrected  last  night. 
Then  1  checked  the  gum  made  sure  it  was 
loaded  and  in  working  order.  The  things 
teachers  have  to  go  through,.. 


TH  E 

CORPORATIONS 

And  so  rt  was  that  the  merchants  gathered  together.  They  looked  out  across  Earth  and  divided  it  among 
themselves.  They  built  large  temples  for  themselves  and  gathered  their  disciples.  They  shut  themselves  out 
from  the  rest  of  the  world,  and  their  warriors  patrolled  the  borders  of  the  chosen  lands.  Few  were  those  who 
saw  the  splendor  within  the  walls,  and  even  fewer  were  those  who  emerged  to  tell  about  it  So  the  merchants 
grew  in  power  and  soon  they  controlled  both  the  lands  beyond  the  walls  and  those  who  dwelled  there. 

But  as  is  the  way  of  man  without  the  Light  of  Guidance,  the  merchants  soon  started  to  bicker  among 
themselves.  They  fought  over  land  and  gold  and  control  of  them  all. 

And  all  this  they  brought  with  them  out  into  the  young  worlds,  and  it  was  this  that  attracted  the  Darkness 
that  would  soon  multiply  the  sufferings, 

—  The  Eighth  Chronicle ,  The  Megacorporations  and  the  Cartel  \  Lucreth  Marceilanius 


The  world  of  Mutant  Chronicles  is  largely  controlled  by 
the  boards  of  Ihe  corporations,  instead  of,  as  in  times 
past,  the  government  of  a  nation.  In  fact,  a  man 
employed  by  the  Capitol  corporation,  for  example,  might 
actually  be  called  a  citizen  of  Capitol. 

Not  much  differs,  though,  except  that  there  are  no 
longer  any  nations.  Society  is  now  multicultural,  and  on 
all  levels  of  society,  in  every  branch  of  employment,  all 
that  matters  is  that  you're  pan  of  a  team,  the  corporation 

This  attitude  was  already  set  before  the  Brotherhood 
entered  the  scene.  Large  companies  took  control  of 
smaller  enterprises  and  incorporated  these  into  their  own 
growing  businesses.  Large  areas  of  land  were  bought 


and  reserved  for  the  employees  The  corporations  could 
offer  3  lifestyle  without  starvation  and  insecurity.  People 
lived  their  lives  within  them  corporation  Education, 
housing,  medicine,  security,  everything  was  provided  by 
the  employer.  The  megacorporations  were  born. 

Four  megacorporations  managed  to  survive  after  the 
wasting  wars  in  our  solar  system.  These  were 
corporations  that  personified  certain  ancient  ideas  and 
values  allowing  them  to  present  a  strong  front  towards 
other  competitors.  These  tour  were  Capitol,  Bauhaus, 
Mishima  and  Imperial.  Soon  they  were  pined  by  a 
surprise  new  force  in  the  corporate  world,  Cybertronic. 


THE  FREELANCERS 

Today,  the  five  megacorporations  make  up  the  bulk  of 
the  corporate  world.  Their  combined  assets  are 
enormous  and  they  indirectly  control  other  independent 
businesses,  the  freelancers,  who  depend  on  the  larger 
corporations  for  survival. 

But  this  state  of  dependence  is  really  mutual  Without 
freelancing  enterprises  to  conglomerate,  there  wouldn't 
be  any  megacorporations.  In  fact,  more  than  85% 
percent  of  the  solar-system's  amassed  production  lies  in 
the  hands  of  the  Freelancers;  even  if  most 
of  these  are  at  least  51  %  controlled  by  one 
of  the  megacorporafrons. 

From  the  upper  management  of  their 
parent  corporations,  the  Freelancers  get 
financing  and  general  guidelines.  If  they  do 
well  they  get  better  backing  and  are  able  to 
expand;  if  they  don’t  perform,  their  credits 
are  withdrawn  and  their  interest  rates  soar 


WAYS  OF  LIFE 

The  megacorporations  are  much  more  than 
just  financiers  and  employers.  They  are 
cultures,  ways  of  life  And  since  most 
people  actually  do  have  a  way  of  life,  they 
in  one  way  or  another  b&fong  to  a  megacorporation,  even 
if  they  aren't  directly  employed. 

All  aspects  of  life  involve  the  megacorporahons  in  one 
way  or  another  They  provide  security  in  the  cities, 
supply  food  and  other  goods  people  need  to  $urvive,and 


so  on.  For  those  employed  by  the  corporations  life  is 
often  secure  and  uneventful.  For  those  outside  the 
safety  of  the  corporations  life  is  more  of  a  hazard  But  at 
least  they  can  entertain  the  illusion  of  freedom 

THE  CONFLICTS 

There  is  constant  war  between  the  corporations  as  they 
all  try  to  grow  and  become  the  single  largest  power  in 
our  solar-system.  So  far  no  one  has  gained  the  upper 
hand,  and  the  future  will  see  if  they  can  stand  against  the 
onslaught  of  the  Legions  of  Darkness,  or  if  they  will  be 
engulfed  by  the  powers  of  destruction 

To  avoid  disaster,  the  megacorporslions  have  formed 
an  organization  through  which  they  can  solve  their 
problems  on  a  diplomatic  level  This  organization  has 
been  named  the  Cafttel  and  consists  of  delegations  from 
all  the  five  megacorporatrons  as  well  as  Observers  from 
the  Brotherhood  It  is  the  purpose  of  this  organization  to 
coordinate  the  battle  against  the  Legions  of  Darkness  as 
well  as  to  promote  a  greater  understanding  between  the 
different  mega  corporal  ions,  It  is  hard  to  see  which  of  the 
two  tasks  is  more  difficult. 

And  while  the  megecorporations  bicker  among 
themselves,  the  Darkness  has  infiltrated  humanity  and 
spreads  like  a  rotting  disease 


CAPITOL 


And  so  it  was  in  the  Sea  of  Tranquillity  that  the  Pioneers  raised  high  the  banners  of  Capitol,  conquering  Luna 
and  then  Mars.  And  the  corporation  grew  to  dominate  mankind,  since  their  message  was  clear  and  just  and 
without  confusion;  and  the  culture  they  spread  was  generous  and  inviting.  Wherever  they  went,  they 
established  a  human  presence,  and  it  was  far  and  wide.  Our  Brothers  followed  in  their  trail,  but  were  rejected 
and  scorned  and  mocked  by  the  presumptuous  Capitolians, 

And  in  this  way  the  first  signs  of  the  Darkness  were  discovered,  and  the  pioneers  shivered  and  sought 
shelter  in  their  shiny  buildings  protruding  from  the  Lunar  desert.  Then  our  glorious  Brothers  exposed  the 
vulnerability  within  Capitol  and  its  teachings,  and  the  giant  began  to  stumble.  Soon  engaged  in  wars  all  over 
the  solar  system,  Capitol  was  slowly  bleeding  to  death. 

But  they  clutched  for  any  straws  they  could  find  and  managed  to  continue  their  struggle  in  spite  of  what  our 
Prophets  and  Seers  predicted.  The  pioneers  possessed  a  strength  we  hadn't  reckoned  with  and  their  bravery 
was  unequaled  among  the  other  megacorporations.  This  propelled  Capitol  towards  its  position  as  a  leading 
power,  and  that  same  strength  kept  it  going  long  after  it  had  been  written  off  by  its  competitors. 

And  so  it  was  when  Capitol  took  the  last  steps  into  the  cataclysm  that  was  the  age  of  Nathaniel. 

—  The  Eighth  Chronicle ,  The  Megacorporations  and  the  Cartel  \  Lucretii  Marceltmnus 


BUSI 


Like  the  other  megacorporations,  Capitol  actively  tries  to 
control  as  much  of  the  total  market  as  possible.  They 
strive  to  control  all  the  links  In  the  chain,  from  raw 
material  processing  to  assembling  and  selling  the 
product.  Unlike  the  other  megacorporations,  they  are 
reluctant  to  strike  deals  with  independent  freelancers 
and  will  instead  buy  anyone  they  need.  They  very  rarely 
use  armed  forces  when  taking  over  other  companies 

The  prevailing  philosophy  within  Capitol  is  to  provide 
the  perfect  product  for  the  customer,  whoever  he  is  and 
whatever  he  wants  «You  name  it,  we  make  \U  Hence, 
much  of  their  energy  is  spent  on  market  surveys, 
keeping  design  studios  and  advertising  agencies  busy. 
And  since  most  Capitolians  like  reliable  but  cheap 
products,  preferably  Caprtoknade,  this  is  the 
corporation's  specialty.  Being  sure  a  product  will  sell 
millions,  much  effort  can  be  spent  on  development. 

In  the  export  market,  the  only  philosophy  is  to  kill  the 
competitors  with  lower  prices  and  greater  accessibility 


LOSOPHY 


« Better  sold  than  good*  is  a  common  expression,  though 
not  publicly  And,  it  works,  For  the  non-Capitol  market 
quality  demands  aren't  as  high,  but  still  reasonable. 

Within  the  field  of  manufacturing  Capitol  is  engaged  in 
most  branches  and  the  total  production  of  Capitol  goods 
is  enormous,  about  20%  larger  than  Mishima's.  The 
products  from  Capitol  are  often  of  a  modern  design 
integrating  the  newest  technologies. 

Apart  from  the  manufacturing  industries,  the  major 
source  of  income  for  Capitol  is  mass  market 
consumables.  Being  the  major  force  within  the  food 
industry,  Capitol  controls  a  large  part  of  the  food- 
production  industries  in  the  system  Backed  by  an 
aggressive  marketing  division,  the  philosophy  of  Capitol 
is  to  export  to  every  comer  of  the  system.  This  side  of 
the  business  is  also  closely  linked  to  the  entertainment 
industry,  in  which  Capitol  wages  an  open  war  against 
Imperial  and  Bauhaus 


The  Pinnacle 

A  brilliant  example  of 
Cephprs  power  is  the 
Pinnacle,  their  Luna  em¬ 
bassy.  It  rises  more  than 
170  flbors  above  ground, 
anti  the  black  steel  anti 
glass  fapade  is  constantly 
illuminated  by  large 
Spotlights, 

The  Pinnacle's  most 
important  function  is  as 
the  main  office  for  the 
Luna  administration,  and 
is  almost  as  large  as  the 
one  tin  Mars.  It  Is  very 
well  guarded  and  the 
three  bottom  floors  are 
one  gigantic  CSS  station, 
blending  well  Into  the 
surroundings. 


THE  AH/UH-1  9 
«Grapeshot/ 
GUARDIAN*/ 

This  very  powerful  flying 
gunship  was  developed 
for  the  Capitol  Air  Force 
by  Secord  United,  Inc.,  as 
an  easily  convertible 
assault  and  utility  chop¬ 
per.  The  assault  version, 
the  “Grapeshonu  is  used 
for  Close  Air  Support 
(CAS)*  hovering  in  firing 
position  hidden  behind  a 
ridge  or  wood  curtain  up 
to  1 .000  meters  f  rom  the 
target.  The  utility  version, 
the  ^Guardian*,  is  used 
for  transport  of  ammo  or 
wounded,  or,  with  the  jet 
turbines,  as  dispatch/oh' 
serVation/rBCQ  n/corn  mand 
platform 

(Values  are  unloaded, 
max  fuel.  Values  in  brack¬ 
ets  are  fully  loaded) 

Length;  *95  m 

Crew;  2  (i0f^shat|p 

Max  speed: 

Stdrtiiftttifiiigsm.'S  '-Wl&iimp 


The  board  of  executives  is  subordinate  to  the  board  of 
directors  and  takes  care  of  the  day-to-day  business, 
while  the  directors  make  all  the  important  decisions. 


Literally  speaking,  Capitol  is  the  only  real  corporation  of 
the  five  mega  corporal  ions  In  the  other  corporations, 
power  has  been  brutally  pulled  out  of  the  hands  of  the 
original  founders  and  placed  among  the  aristocracy 
The  Capitol  management  consists  of  a  board  of 
directors  where  every  single  stockholder  in  the 
corporation  holds  a  place  and  a  number  of  votes  in 
relation  to  his  number  of  shares 

Every  director  has  two  areas  of  responsibility.  One 
geographical  and  one  by  business  branch,  for  example, 
one  director  could  be  the  representative  of  all  citizens  in 
the  Zeeland  district  in  San  Dorado,  as  well  as  being  the 
spokesman  for  alt  Capitol-employed  mine-construction 
workers  Even  if  this  form  of  democracy  isn't  very  direct, 
it  is  far  more  so  than  in  any  other  corporation.  And 
furthermore,  there  are  no  restrictions  whatsoever  in 
becoming  a  stockholder,  except  for  the  money  required, 
of  course. 


THE  PRESIDENT 

The  chairman  of  the  board  of  executives  is  celled  the 
President,  ai  least  that  is  how  he  is  commonly  referred 
to.  Although  his  tasks  include  supervising  and  organizing 
the  work  of  the  executives,  his  powers  are  far  more 
extensive,  having  the  final  word  in  most  matters  of 
corporate  security  and  finance. 

The  President  is  elected  by  the  executives,  who  are 
in  turn  elected  from  the  Board  of  Directors  The 
President  personally  appoints  Capitol  s  representative  in 
the  Cartel  High  Council  and  the  Security  Council. 


' 


; 


are  all  minted  in  siiver 


THE  CAPITOLIANS 


The:  Capitol 
Dollar  " 

On  one  face  is  the  Capitol 
logo,  the  swooping  eagle, 
and  on  the  other  the  value 
and  a  small  note  of  origin, 
where  it  was  minted.  It 
comes  in  the  following 
denominations:  Si  00, 


The 

Stockholders 

A  lisVjng  of  the  largest  and 
most  prominent  stock¬ 
holders  of  the  Capitol 
board  of  Directors: 


Abrams 

5.2% 

Gibbs 

5.2% 

Golding 

5.2% 

Mendryx 

5.2% 

Ewing 

5.1% 

Laveche 

5,0% 

Berenger 

4.7% 

Darrolmeyer 

3.6% 

Iriving'Jorgensen 

3.6% 

Kell  ’ 

3.6% 

Wood 

3.6% 

The  rest  (679  in  total l 

50.0% 


It  is  very  difficult  to  give  a  description  of  a  typical 
**Capitolian».  since  the  corporation  Is  such  a  huge  melting- 
pot  of  professions  and  origins  Being  the  largest  corf> 
oration,  it  also  has  the  greatest  mix  of  employees,  which  in 
Turn  is  Captors  strength  Adaptability,  flexibility,  sensitivity 
and  tolerance  are  expressions  that  are  hammered  into  The 
employees'  minds  from  the  first  day  of  their  education, 
in  accordance,  they  adapt  to  the  current  circum¬ 
stances  to  make  life  more  tolerable  for  themselves,  their 
surroundings  and  their  fellow  employees 

They  try  to  be  flexible  in  order  to  avoid  conflicts  with 
Their  colleagues  They  have  a  sensitive  ear  to  The  wishes 
of  Their  customers  and  finally,  They  are  tolerant  of 
opposing  opinions  and  lifestyles, 

At  least,  this  is  *the  Capitol  way»  which  is  eagerly 
spread  to  the  other  corporations  primarily  through  the 
media  and  the  entertainment  business,  as  well  as 
through  diplomatic  and  business  channels  The  prevailing 
philosophy  is  that  if  you  treat  your  neighbor  like  you  want 
to  be  Treated  yourself,  the  world  will  be  a  better  place 
One  important  thought  which  hasn't  really  stuck  as 
much  in  the  other  corporations,  is  the  ability  to  regard 
oneself  as  a  part  of  the  whole,  The  other  corporations 
desperately  try  to  convince  their  people  to  make 
sacrifices,  or  else  the  corporation  wilt  suffer  Within 
Capitol,  this  mentality  is  only  really  seen  within  the 
Armed  Forces 


allowed  to  jet  against  th 
mogacdriiorftttctn  itself. 
th,s  is  the  work  for.  the  ' 


in  a  hostile  world,  armed  forces  are  necessary  So  also 
^  with  Capitol,  which  is  constantly  beset  by  its  competitors 

There  are  two  major 
philosophies  guiding  the 
development  of  the  AFC,  the 
Armed  Forces  of  Capitol— 

DETERRENT  and  RETALIATION. 

First,  see  to  it  that  no  one 
dares  To  attack  you  Second*  if 
they  are  foolish  enough  to  try, 
nail  them  so  quickly  they 
don't  even  know  what  hit 
them  An  effective 
philosophy,  but  extremely  expensive.  However,  most 
Capitolians  think  its  worth  it, 
since  it  is  always  a  comfort  to 
know  you  are  protected  by  the 
world’s  largest  military  force. 

If  this  belief  is  true*  no  one 
knows  The  clashes  between  the 
AFC  and  other  corporate  units 
are  rare  and  ambiguous.  When 
battling  the  only  « neutral 
opponent,  the  Dark  Legion,  the 
results  aren't  any  better  than 
anyone  else’s. 

High  priority  goes  to  anti-tank  and  mass-destruction 
weapons.  In  both  cases  these  are  primarily  air-launched. 
The  ground  forces  are  used  to  follow  up  air-strikes  and 
dig  in* 


THE  AIR  FORCE*  A  day  dream  among  most  young 
Capitolians,  the  fighter  pilots  of  the  CAF  are  among  the 
most  reputed  and  glorified  military  personnel  They  fly 
the  best  aircraft  available,  with  the  most  efficient 
weapons,  not  to  mention  the  most  expensive  These 
aces  are  considered  system  wide  to  be  the  best  pilots 


the  ground  forces*  in  the  shadow  of  the  air 
force,  the  CGF  lead  an  unglamorous  and  hard  life.  The 
highest  motivation  lies  in  the  fact  that  they  are  absolutely 
necessary  for  the  survival  of  the  corporation,  but  they 
actually  do  have  problems  recruiting  enough  people,  In 
times  of  extreme  threats,  primarily  from  the  Legion*  the 


Capitol  Secur¬ 
ity  Service 

CSS  is  the  larges!  law  f 
enforcement  company  and 
the  one  most  frequently 
requested  within  Capitol's 
areas*  Their  policemen  and 
'Women  (around  40%)  are 
known  foi  being  relatively 
just  and  polite,  not  at  all 
acting  with  the  same  brute 
force  and  ruthlessness  as* 
fur  example,  Cybercurity's 
officers* 

They  are  normally  equ¬ 
ipped  with  a  tight  handgun 
and  a  police  truncheon, 
hut  when  expecting  viol 
ence  this  is  supplemented 
with  the  hill  range  of 
military  weapons,  bullet 
proof  jackets  and  greaves, 
shuutderpads,  riot  shields 
and  assault  hairnets* 

Being  a  police  officer 
within  CSS  is  high-status, 
they  have  good  training 
and  are  well  respected  by 
both  Capitolians  and  vis^ 
itors. 

Their  jurisdiction  only 
spa 

they  are  not 


deployed  in  the  war 
against  Mishima  on 
southern  Mars. 

EQUIP¬ 
MENT 

Where  equipment  and 
technology  level  fs 
concerned,  the  AFC  is 
very  divided  On  the 
one  hand,  they  have 
the  best  available 
equipment,  but  on  the  other  hand  they  don't  have  very 
much  of  It  And  what  they  have  Is  primarily 
concentrated  to  elite  units  and  the  air  force,  while  the 
regular  forces  have  to  do  with  standard  equipment,  not 
inferior  to  that  of  their  opponents,  but  far  from  the 
leading  edge. 


COLONEL  JOHN 
PlTZMARTIN 

One  of  the  greatest  heroes 
of  the  Capitol  Armed 
Forces,  Colonel  John  Fir/- 


UNIFORMS  AND 


Capitol  supreme  command  has  even  been  forced  to  draft 
people  Into  defense  service 

The  ground  forces  of  Capitol  are  eveniy  distributed 
among  its  settlements,  concentrated  in  base  camps 
holding  tens  of  thousands  of  troops,  always  at  a  high 
level  of  readiness  (deployment  time  either  6,  12  or  24 

hours)  Capitol  is 
the  strongest 
faction  in  the 
Cartel,  and  Capitol 
forces  are  occa¬ 
sionally  dispatched 
to  Cartel  comma¬ 
nders.  a  constant 
source  of  irritation 
among  AFC 
officers. 

THE  SPECIAL 
forces.  For  ex¬ 
tremely  important 
missions,  the  Capi¬ 
tol  special  forces 
are  used,  but  this  is  actually  an  area  where  Capitol  stands  at 
a  disadvantage  against  their  competitors.  Resources  are 
tunneled  more  to  the  elite  units  in  the  regular  rnfantry  The 
most  reputed  of  all  Capitol  special  forces  are  th©  Free 
Marines,  deployed  all  over  the  system,  the  Seasons, 
operating  in  the  Graveton  archipelago  on  Venus,  the  Sunset 

Strikers  on  Mercury 
and  last,  but  defini¬ 
tely  not  least,  the 
Martian  Banshees, 


DECORATIONS 

There  is  a  great  honor  in  being  a 
defender  of  Capitol,  but  when  it 
comes  to  awarding  services  for  the 
corporation,  a  word  of  appreciation 
and  a  pat  on  the  shoulder  easily 
disappears  in  the  media  flow  of  the  largest  corporation  in 
the  universe 

Therefore,  the  AFC  exte¬ 
nsively  practices  the  use  of 
medals  and  honor  awards  for 
devoted  or  extraordinary  sen 
vice.  Uniforms  are  to  be  worn 
at  all  times  except  for  leaves 
lasting  longer  than  15  days 
and  on  undercover  missions. 

Accordingly,  all  uniformed  personnel  have  special  rights 
and  follow  military  laws  and  regulations  rather  than  the 
more  stricter  laws  of  normal  civilians  Also,  in  most 
stores  and  service  establishments,  they  receive 
considerable  discounts. 


MARS  &  SAN  DORADO 


Mars,  the  red  planet  the  home  of  the 
pioneers,  is— at  least  from  Capitol's  point  of 
view—  m  Capitol  turf<».  They  control  almost 
three  quarters  of  the  planet's  surface,  with 
the  last  quarter  made  up  by  a  few  Imperial 
naval  bases  and  settlements,  a  dozen  , 
Mishima  and  Bauhaus  cities  and  a  handful  , 
of  Citadels  Despite  decades  of  sieges,  | 
assaults  and  battering,  not  even  Capitol  has 
managed  to  eradicate  the  Dark  Legion's 
forces  from  Mars 

Mars  is  less  than  a  third  of  Earth  rs  size 
and  mostly  covered  by  barren,  rocky 
wastelands  and  deep*  black,  almost  lifeless  r 
oceans  Development  has  come  to  a  halt  ! 
because  of  the  corporate  wars 

SAN  DORADO 

Cradled  between  the  mighty  Kirkwood 
mountains,  the  slopes  of  the  gigantic 
Manner  crater  and  the  shores  of  the  Sea  of 
Tranquillity,  lies  San  Dorado,  Capitol's 
*  capital  After  Luna.  it  is  the  largest  city  in 
the  solar  system*  containing  most  of 
CapitoLs  assets  and  large  legacies  from  the 
other  megacorporations. 

Ir  is  impossible  to  set  a  certain  profile  to 
San  Dorado,  except  maybe  by  calling  it  an 
well-rounded  city.  It  contains  all  kinds  of 
industries.  factories,  service 
establishments,  official  buildings  and 
offices.  The  northern  outskirts  and  the 
areas  some  hundred  miles  north  of  San 
Dorado  are  characterized  by  thousands  and 
thousands  of  oil  wells,  their  pump-towers 
stretching  hundreds  of  meters  towards  the 
clear-blue  sky  Bordering  these  oil-fields* 
life-important  for  Capitol,  lie  the 
Effenberger  mines,  containing  a  lot  of 
Capitol's  raw  materials 

The  patch-work  of  avenues  and  streets 
downtown  lie  in  the  shadow  of  sky¬ 
scrapers  containing  both  offices  and 
apartments  for  the  five  corporations, 
primarily  Capitol  The  tallest  are  more  than 
a  hundred  stones*  providing  places  of  work 
for  tens  of  thousands  of  people. 

San  Dorado  is  said  to  be  the  most  well- 
organized  megacity  in  the  system,  but 
when  you  are  standing  in  the  street  it  is 
impossible  to  see  how.  Looking  up,  the  sky 
i$  barely  visible  due  to  the  elevated 
highways  intersections*  passages  and  rails 
funning  between  the  buildings.  The  street 
beside  you  is  completely  jammedr  if  you 
can  see  the  street  at  ail  Normal 
conversation  is  impossible  Everywhere  car 
horns,  whistles*  shouts  and  screeching 
tires  are  heard.  It  is  the  heart  of  the  largest 
corporation  in  the  world,  and  you  can  feel  it. 


THE  «DOUGHPITS» 

There  hasn't  been  peace  on  Mars  since  the  first  Imperial 
soldier  set  foot  on  its  surface  Since  then,  Mishima  and 
Bauhaus  have  followed  in  Imperial's  steps*  establishing 
both  military  outposts  and  production  settlements,  often 
combined. 

And  when  Darkness  appeared  in  the  human  worlds,  it 
didn't  take  long  until  it  showed  its  ugly  face  on  Mars 
When  the  foundations  of  the  first  citadel  were  laid  out  in 
the  mountainous  areas  on  the  exact  antipode  of  San 
Dorado,  Capitol  forces  rushed  to  crush  them  before  the 
Legion  was  able  to  spread 

But  internal  struggles,  deceit  and  foul  play  stopped 
the  intervening  forces  before  they  even  reached  their 


target  Imperial  anti-aircraft  downed  four  fifths  of  the 
strike-force,  for  unknown  reasons,  creating  disastrous 
consequences. 

The  citadel  of  the  nepharite  overlord  Saladin  was 
finished  and  fortified  beyond  what  human  technology 
could  defeat,  and  there  were  more  citadels  to  follow  In 
these  remote  warzones,  a  grievous  and  never-ending 
battle  rages,  occasionally  quiet  and  almost  forgotten, 
occasionally  shaking  the  entire  planet  and  rocking  the 
skyscrapers  of  San  Dorado, 

The  citadels  on  Mars  are  all  completely  surrounded  by 
trenches,  moats*  walls,  fortifications,  guard-towers  and 
electrical  barbed  wire  fences,  It  is  a  resource-devouring 
job,  but  it  has  to  be  done 


j,  J 
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A  Simple  Request 

Under  the  overcast  sky,  the  wind  ripped  into  the  clothes  of  th&  four  men  assembled  behind  the 
I  Laughton  Monument  in  Pioneer  Park.  Two  were  dressed  in  the  black  and  blue  uniform  of  the 
Capitol  security  forces  and  stood  close  together  engaged  in  conversation,  One  of  the  men  pointed 
at  the  others  present,  two  men  dressed  fn  the  bulky  jackets  of  the  Cartel  Their  backs  were 
emblazoned  with  the  letters  BEL  The  letters  flashed  yellow  in  the  reflected  light  from  the  headlights 
|  of  the  large  van  parked  nearby, 

ttSir,  these  are  officers  Clayton  and  Johnson  of  the  Bureau  of  External  Investigation,  They  have 
requested  that  they  should  speak  to  you  in  private." 

The  older  man,  carrying  the  insignias  of  a  general,  carefully  examined  the  two  civilians.  Then  he 
|  seemed  to  reach  a  decision  and  turned  to  the  sergeant. 
tt Leave  me  until  further  orders  are  given. « 

Sergeant  Lewis  acknowledged  the  order  from  his  superior  with  a  salute.  Mystified  by  the 
|  circumstances  the  soldier  retreated  to  the  van  that  had  brought  him  and  the  general  there. 

The  general  motioned  the  two  Cartel  officials  away  from  the  ascending  car.  waiting  until  the  low, 
rumbling  dm  of  the  large  VI 2  engine  disappeared  into  the  distance  before  speaking 
«What  is  it  l  can  do  for  you,  gentleman?** 

Clayton  turned  towards  him.  a  scornful  smile  on  his  lips 

'<Yqu  know  what  the  matter  is.  General  Wayne.  We  are  in  need  of  troops  in  the  Freedom  Lands. 

|  to  cleanse  the  area  of  the  infestations.** 

Wayne  noted  the  smile  and  carefully  made  a  mental  note  to  make  Clayton  regret  his  insult 
I  sometime  in  the  future.  Right  now  the  demand  from  the  Cartel  man  disturbed  him  more. 
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The  Capitol  way  is  clearly  reflected  m  their  foreign  affairs 
and  diplomatic  relations  with  their  competitors  Knowing 
economical  success  rests  in  open-mindedness  and 
diplomacy,  even  Imperial  must  be  forgiven  to  some  extent. 


Ml  shim  A.  Mercury  and  lord  Heir  Moya's  business 
empire  is  Capitol's  largest  export  market  and  the 
corporations  are  rarefy  involved  in  open  hostilities. 
Even  though  completely  self-sufficient,  Capitol  imports 
a  lot  of  Mishima  s  cheap,  high-quality  electronics  to  fill 
the  shelves  m  the  low^ost  super-markets 

ba  u  h  a  us.  The  expensive  and  extremely  high- 
quality  products  of  Bauhaus  will  always  find  their 
]  buyers,  also  within  the  Capitol  business  empire,  even  if 
they  are  restricted  to  the  upper  corporates.  In  turn, 
)  Bauhaus  receives  a  lot  of  their  raw  materials  from  the 
i  Capitol  mines  of  Mars. 

imperial.  Even  though  they  have  limited 
contacts,  the  Capitol  businessmen  have  never  really 
managed  to  cope  with  the  Imperials  Had  it  not  been 
for  the  unquestionable  economical  gains  of  being 
partners,  they  would  hardly  speak  to  each  other 

cybertronic.  Not  the  best  of  friends  but 
certainly  not  enemies,  Capitol  and  Cybertromc  have 
extensive  business  dealings  This  is  maybe  where  «the 
Capitol  way#  shows  most  dearly — no  other  corporation 

have  such  open-minded  relations  with  Cybertromc. 

i 

1  THE  brotherhood.  Capitol  is  unique  in  the 
J  sense  that  they  don't  have  an  official  opinion  about  the 
Brotherhood  The  Brotherhood  respects  this,  maybe 
because  of  the  fact  that  ninety-nine  Capnolians  out  of  a 
hundred  are  devoted  to  the  word  of  the  Brotherhood 
anyway 


<(f  am  under  orders  to  provide  you  with  the  necessary  help.  But  we  need  to  know  what  we  are 
up  against  this  time.  I  don't  want  another  Lorn  Valley,  t  don't  want  to  lose  my  mem** 

^General  I  truly  am  sorry.  We  can't  give  you  any  information  about  the  area  apart  from  what  is 
commonly  known.  Believe  me,  rt  wouldn't  make  any  difference  if  you  knew.* 

Angrily  Wayne  turned  from  the  Externals.  He  threw  his  arms  in  the  air. 

«When  are  you  going  to  realize  that  we're  dealing  with  human  lives.  You  want  me  to  send 
Capitol  men  and  women  to  their  deaths  so  that  you  cam.,  do  whatever  it  is  you're  doing.* 

His  voice  was  strained  and  his  gestures  agitated.  The  reply  from  Clayton  the  opposite 
idt  has  to  be  done.  The  Cartel  knows  what  it's  doing.  In  order  to  save  the  many  we  have  to 
sacrifice  a  few,  I  hope  you  are  not  going  to  oppose  this  operation,  General  Wayne?* 

The  last  question  was  delivered  with  an  edge  of  threat  in  the  voice.  Wayne's  shoulders 
slumped,  and  he  turned  again  to  Clayton  and  Johnson, 

«ni  lead  them  myself. * 

Sacrifice  and  Prevail 

Charles  W,  Golding  looked  out  over  the  assembly.  The  people  gathered  there  were  hts  children,  his 
followers  and  his  brothers  and  sisters.  They  had  placed  him  where  he  was  today,  at  the  pinnacle  of 
power,  In  a  position  to  change  the  future,  to  command  the  forces  of  freedom  in  the  final  battle 
against  the  Darkness, 

He  rose  to  thunderous  applause  and 
approached  the  microphones  of  the 
assembled  press.  This  was  a  moment 
shared  with  billions  across  the  system, 
caught  in  a  historic  climax,  about  to 
see  the  curtain  fall  and  unveil  a 
brighter  future.  Colding  adjusted  his 
tie  and  fixed  his  gaze  on  the  large 
cameras  relaying  hts  image  to 
television  sets  on  distant  worlds.  He 
smiled  and  searched  his  memory  for 
the  opening  phrase, 

«Ladies  and  gentlemen, 
representatives  of  the  press,  and 
viewers  at  home.*  His  broad  gestures 
encompassed  all  present,  who 
observed  the  man  in  focus  with  such 
interest  that  the  air  seemed  charged 
with  electricity. 

stand  here  today  at  a 
crossroads  in  time.  The  task  to  chose 
the  way  was  given  to  you*  the  people 
of  our  great  corporation.  You  had  the 
choice  of  trudging  on  in  the  same 
dreary  path,  without  light  or  comfort, 
or  take  3  new.  uncertain  route  that 
could  lead  you  to  the  light  at  the  end 
of  the  iunnel> 

Colding  raised  hts  voice  and 
regarded  the  assembly  with  such 
devotion  that  it  brought  tears  to  the 
eyes  of  many  of  those  gathered. 

And  I  am  proud  to  see  that  you  chose  to  fight,  to  throw  out  the  old,  I  dare  even  say  decrepit* 
representatives  who  have  spent  the  last  years  bending  like  a  weak  sapling  as  the  wind  changed 
They  have  sold  out  our  glorious  standards  and  they  have  let  the  Darkness  creep  upon  us.* 

At  these  words  Colding  formed  his  right  hand  to  a  fist  and  banged  it  on  the  table  in  front  of  him. 
The  left  hand  was  raised  in  the  air*  also  clenched. 

#But  you  have  told  them  your  wishes,  You  have  said  that  it  is  enough.  We  do  not  wish  to  see 
our  great  corporation,  built  by  our  ancestors  and  ourselves*  sold  out  destroyed.  You  have  chosen 


to  fight  and  under  my  guidance  we  shall  fight  We  shall  continue  our  quest  and  make  sure  that  we 
remain  the  largest  free  power  in  the  worlds  of  man*  We  shall  provide  the  light  of  freedom  to  others 
and  set  a  shining  example  for  aft  to  follows 

Golding  made  a  dramatic  pause  as  he  brought  his  hands  together  in  from  of  him. 

«But  it  wifi  be  difficult.  Many  will  have  to  make  great  sacrifices  for  the  good  of  even  more. 

These  sacrifices  will  be  made  in  the  name  of  freedom  and  all  that  is  good  in  man  and  will  be 
remembered  Forever  I  am  now  making  such  a  sacrifice.  I  know  the  task  will  not  be  easy  and  I  will 
work  day  and  night,  until  I  Fall  fighting  the  Darkness  or  until  I  succeed.  We  all  will  have  to  sacrifice 
to  prevail.  With  these  words  I  wish  to  remind  all  my  brothers  and  sisters  of  the  difficult  times 
ahead,  but  also  of  the  hope  you  now  have  and  ihe  secure  knowledge  that  whatever  might  come, 
our  corporation  is  founded  in  such  strong  values  that  it  will  always  prevail. » 

Lowering  his  head  he  humbly  announced: 

«l  hereby  accept  the  position  as  the  Chairman  of  the  Capitol  Corporation  Board  of  Executives.* 

Liberation 

A  shudder  ran  through  the  length  of  the  landing  craft.  Sergeant  Miller  checked  his  chronometer 
and  shouted  out  the  orders  to  the  grunts. 

wOkay,  marines,  look  sharp.  I  don't  want  any  bull  when  we  hit,  Clean  and  quick,  by  the  book.  No 
screw-ups  like  last  time.  Check  your  weapons.  Moore,  you  go  point  Gibbons  and  Jones  cover  him. 
The  rest  drop  according  to  Detta  formation. » 

Then  the  craft  shook  as  it  hit  the  ground.  Instantly  the  hatch  popped  open  and  the  marines 
started  moving. 

With  the  skill  and  experience  of  a  veteran,  Moore  took  the  lead,  cradling  his  heavy  MS9  support 
gun  He  surveyed  the  area  and  constantly  conveyed  a  flow  of  information  to  his  combat 
coordinator. 

«H's  a  small  clearing,  25  meters  diameter  Surrounded  by  trees,  single  rocks  strewn  across  the 
area,  two,  no,  Three  bodies,  all  Free  Marines.  Weapons  removed.* 

Gibbons  and  Jones  moved  up  after  Moore*  scanning  the  area  with  their  surveillance  equipment, 
weapons  ready.  The  distant  voice  of  the  combat  coordinator  sparked  in  their  headsets, 

«Watch  out  for  enemy  troops,  possibly  armed  with  Capitol  weapons,  probably  an  <Etghtymner 
or  an  -M606',  Suggest  extreme  caution  and  that  you  leave  the  area  as  quickly  as  possible  * 

Milter  followed  the  last  iwo  marines  out  of  the  craft.  He  didn't  like  the  set-up*  He  only  had  ten 
men  with  him.  and  onfy  three  of  them  had  any  previous  experience.  The  last  squad  that  had  been 
sent  on  recon  had  disappeared,  but  the  generals  had  decided  to  go  ahead  with  the  operation 
anyway.  This  made  Miller  feel  uneasy.  It  indicated  that  the  officers  knew  something  about  the 
situation  that  they  were  reluctant  to  tell  the  soldiers.  Only  the  Cardinal  coufd  know  what  fate  had  in 
store  for  them, 

The  squad  quickly  followed  the  heavily  annetl  Moore  and  wer  e  accompanied  by  an  intense 
whining  sound  as  the  engines  of  the  landlng  craft  started  up.  The  hatch  dosed  and  the  craft  lifted 
from  the  ground. 

Miller  saw  it  disappear  into  the  air  and  felt  an  intense  wish  to  again  be  under  the  protecting 
guns  of  the  armored  landing  craft.  Then  he  heard  Moore  cry  out  over  the  intercom 

*  Enemy  dose  and  closing,* 

The  calm  and  concentrated  voice  of  the  combat  coordinator  sounded  in  the  headsets  of  the 
marines, 

nTwo  squads  at  twelve  and  ten  o'clock.  Closing  fast,  probably  lightly  armed.  Estimate  IS 
soldiers.  Difficult  to  get  a  bx*» 

Miller  quickly  moved  to  the  front.  This  was  what  he  was  trained  for,  lived  for*  The  adrenaline 
kicked  in  and  he  exchanged  glances  with  Moore  and  Gibbons* 

*  Alright  troops,  shape  up.  Take  cover  at  those  stones*  Short*  control  led  bursts**,  and  remember* 
itTs  them  or  us*>« 

As  the  squad  moved  into  position  they  threw  furtive  glances  at  the  surrounding  forests.  The 
liberation  of  Freedom  Lands  had  begun,  but  none  of  the  marines  knew  who  they  were  liberating, 
or  from  whom* 


THE  FREE  MARINES 

Free  Marines  is  the  nick-name  for  specially  trained  rang- 
m(  elite  soldiers  with  at  least  two  years  of  active  duty, 

[hree  battles  behind  them,  recommendation  for  promo- 
non,  and  in  addition,  they  must  all  have  received  the 
Chairman's  legion  of  Honor  With  all  this  in  their  file, 

:hey  have  earned  a  second  chance — all  soldiers  In  these 
units  have  faced  court-martial  for  disciplinary  pro¬ 
ems— insubordination  or  the  like — end  been  senten¬ 
ced  They  don't  have  very  much  else  to  fight  for  than  the 
estoration  of  their  personal  honor  Accordingly,  the  nature  of  their  missions  requi- 
es  a  motivation  above  the  normal 

The  Free  Marines  are  used  for  operations  far  behind  enemy  lines;  ambush, 
isscue,  sabotage  or  infiltration,  Their  standard  method  of  deployment  is  either 
o  be  air-dropped  behind  the  front,  or  to  dig  in  and  let  the  enemy  roll  over  them, 
hen  pop  up  and  harass  the  enemy  from  behind.  In  these  missions,  they  have 
io  one  commanding  them  from  an  outpost,  hence  their  nick-name.  Not  that 
inyone  could  control  them,  but  experience  has  showed  that  they  are  most 
jffecove  when  acting  totally  independent. 


THE  I 

Shown  here  is  a  typical  infantry  trooper 
corporation  He  is  dressed  up  in  Body  Double  Protection,  Inc.'s  ^Tortoise 
HFPS-M94  Heavy  Full  Protection  Suit*,  the  standard  armor  of  the  Capitol 
Armed  Forces'  heavier  units  It  has  some  unique  features 

*  First,  several  shock-sensitive  autoinjectors  containing  life-supporting  and 
anti-toxins  have  been  integrated,  to  enable  the  trooper  to  fight  on  and 
survive  even  when  critically  damaged. 

*  Second,  it  is  treated  to  resist  even  the  engulfing  flames  of  weapons  like 
the  Hindenburger  incinerator  used  by  the  Pretonan  stalkers,  the  Tzoteth 
and  other  mass  area  weapons,  It  is  heat-isolated  and  all  exposed  surfa¬ 
ces  are  treated  with  flame-proof  substances 

*  Third,  the  flat  areas  on  the  thighs,  shoulder  pads  and  chest  have  a  self- 
sealing  inner  coating,  which  drastically  improves  the  durability. 

*  Fourth,  it  is  only  about  70%  the  weight  of  the  normal  Tortoise  armor, 
white  up  to  50%  stronger  on  high-priority  spots 

This  trooper  carries  a  Calix  Carbine,  an  experimental  design  which  didn't 
become  very  popular  because  of  the  rather  heavy  recoil.  He  also  carries  an 
Ironfist  handgun  in  a  holster  on  the  left  hip,  a  combat  coordinator  on  the 
chest  and  the  standard  gear  pouches  around  the  ankles 

On  the  left  shoulder  pad  is  the  Capitol  Armed  Forces  logo,  with  the  color 
pattern  indicating  the  rank  of  captain.  On  the  right  shoulder  is  the  Doom  troo¬ 
per  badge,  the  ultimate  proof  that  «the  trooper »— captain  Mitch  Hunter— is 
one  of  Universe'  best  fiahters. 


VENUSIAN  RANGERS 

The  most  tamed  of  all  Bauhaus  special  forces  are  the  Venusian 
Rangers,  who  single-handedly  fought  off  thirty-five  Pretorian  stalker- 
reinforced  (cohorts  in  the  Grafenstahl  sector  on  Venus'  North  pole. 
Shortly  after,  they  sacked  and  ruined  Nephante  Overlord  Argonath's 
Citadel  in  the  23rd  Lowlands,  and  despite  them  being  an  experi¬ 
mental  force  from  the  beginning,  the  Venusian  Rangers  are  now 
among  the  most  famous  and  trusted  military  units  there  are. 

The  rangers  are  organized  in  divisions  holding  around  ten  thou¬ 
sand  elite  troopers  each.  They  are  provided  with  state  of  the  art 
Bauhaus  armor,  currently  the  M-4  Heavy  Personal  Protection  Suit 
(AF  11),  and  weaponry  I  Death  lockd  rums  and  Panzerknackers). 
Each  squadron  chooses  their  own  camouflage  pattern  for  their 
armor,  while  some  prefer  the  conventional  light  green-brown-gray 
jungle-cammo,  others  stand  out  and  keep  the  manufacturer's  bone- 
white  basic  color,  reasoning  that  the  best  of  the  best  don’t  have  to 
hide  from  anyone,  Also,  their  protection  masks  are  designed  as  to 
intimidate  and  strike  fear  into  ther  opponents. 

The  basic  requirements  for  a  Venusian  Ranger  are  extraordinary 
endurance  and  physical  strength,  combined  with  determination  and 
will-power  far  beyond  what  normal  men  will  ever  be  able  to  abide 
The  Rangers  are  hand-picked  from  regular  elite  forces,  placed  in  a 
two-year  Ranger  training  camp  («the  Forge*),  and  then  are  sent 
directly  to  the  Venusian  trenches. 


P\ 

THE  ETOILES 
MORTANTS 

As  a  part  of  Bauhaus'  program  against  Dark  Legion  infiltration  on 
Venus,  the  « Etoiles  Mortants»,  the  Dying  Stars,  were  Formed  as  a 
kamikaze-unit  for  reconnaisance  and  sabotage  against  the  Dark  Legi¬ 
on  strongholds.  What  was  previously  regarded  as  impossible  became 
everyday  events  tor  Etoiles,  and  their  small  units  of  well-equipped 
and  trained  soldiers  are  the  ones  who  have  revealed  the  most  of 
humanity’s  knowledge  of  the  Dark  Legion.  Rumors  have  it  that  the 
Brotherhood  is  secretely  supporting  the  units  with  seers  and  other 
powerful  mystics  to  reinforce  the  task  forces  sent  out  on  missions, 
but  no  one  has  been  able  to  reveal  the  truth  Some  even  say  that  the 
members  of  the  Etoiles  are  trained  In  the  use  of  the  Arts. 

The  Etoiles  are  most  often  lightly  armored  and  equipped,  holding 
speed  and  stealth  before  firepower  They  have  often  sent  their  best 
soldiers  to  the  Doomtrooper  squads,  due  to  their  great  knowledge 
about  the  Dark  Legion's  tactics.  Their  badge  displays  a  white  super¬ 
nova  on  top  of  a  black  cross 
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And  it  soon  became  apparent  that  the  four  Duke  Electors  of  the  Bauhaus  corporate  empire  wished  to  be  more 
than  onlookers  on  the  new  scene  of  struggle.  With  the  determination  and  steadfastness  that  only  generations 
of  military  discipline  could  produce,  the  Bauhaus  management  staked  their  claims  on  the  planet  in  Cardinal 
Toth's  visions— the  sacred  planet  of  Venus. 

What  Capitol's  Pioneers  had  once  done  on  Mars,  the  Bauhaus  Homebuilders  did  on  Venus  by  clearing  the 
mighty  jungles,  where  they  established  the  stronghold  of  Heimburg,  as  proof  of  Bauhaus'  ambition  to  carry  the 
epithet  of  Megacorporation. 

In  the  light  of  their  new  position,  the  Bauhaus  smithies  began  to  produce  quality  none  had  seen  in  long 
ages.  Everywhere  the  products  carrying  the  symbol  of  the  twelve-cogged  wheel,  the  symbol  of  the  four  Duke 
Electors  and  their  advisors,  became  the  icon  for  a  new  thinking,  a  bold  philosophy.  The  Bauhaus  mark  of 
quality  became  unquestioned  wherever  H  appeared  and  the  strategy  of  providing  the  worlds  of  man  with  the 


THE  BAUHAUS 

Cog-wheel 


BERNHEIM.uTHE  servant 


af  the 
>*rid  the 


best  goods  available  became  inherent. 

But  even  into  the  honorable  and  undefiled  nobility  of  Bauhaus  the  Darkness  managed  to  intrude.  The  power 
of  our  Inquisitors  was  more  and  more  requested,  and  In  the  sacred  jungles  of  Venus  our  combined  forces 
clashed  mightily  against  the  dark  intruders  from  Nero,  and  so  do  they  still  in  this  never-ending  war  of  grief  and 
suffering. 

—  The  Eighth  Chronicle,  The  Megacarporattons  end  the  Cartel  \  Lucretii  Marcellianus 


The  Vur  families  of  Duke 
Electors  draw  their 
heritage  from  the  times 
long  before  the  conquest 
of  Space  and  gradually 
emerged  from  the 
Corridors  of  Advisors  to 
die  Halls  of  Directors. 

They  and  their  «ereas  of 
responsibility”,  are; 

Romanov*  4*thl  comm¬ 
odore  pf  i  he  army#  General  of 
Staff .  Constance  Romanov  is 
ihe  supreme  commander  of  the 
combined  armed  forces  of 
Bauhaus. 

Richthausen.  tt the  □m- 

tCTon  or  [NDusTFW”.  The  r Richt¬ 
hausen  family  Is  the  Sdest  of 
the  four,  and  its  head.  Grand 
Admiral  Stanisiaw  Richtha¬ 
usen,  is  in  charge  oi  industry 
and  what  might  be  called  the 


nit 


*  EXPERIENCE  iS  HERITAGE  * 

The  Bauhaus  hierarchy  is  built  around  the  four  ancient 
families  of  duke  electors,  once  only  prominent  military 
advisors  to  the  corporation  management,  they  are  now  in 
complete  control  of  all  Bauhaus"  business  and  each  with 
total  responsibility  for  one  division  within  the  corporation 
Due  to  the  unbroken  lineage  of  the  military  within  the 


may  hold  high  positrons.  However,  an  official  with  civilian 
background  is  qutckiy  promoted  to  staff  colonel  or 
equivalent  should  he  prove  valuable  enough  to  the 
corporation  Gold-braced  uniforms  and  ceremonial 
swords  are  therefore  common  features  in  the  corridors 
and  gathering  halls  of  the  Bauhaus  business  empfre. 

BUSINESS  STRATEGY 


THE  DUKE  ELECTORS 


Military  Ranks 

Ground  forces  Airforces 

Private  Airman 

Banner  Sgl  Wing  Sergeant 

Sergeant  Flight  Sergeant 

lieutenant  2nd  lieutenant 

Capitame  IstIJiutenarit 
Major  Capitame 

Colonel  Commodore 

General  Admiral 

Marshal  Air  Marshal 


four  Duke  Elector  families,  the  military  still  holds  a  very 
strong  position  within  the  corporation,  and  only  officers 


Bauhaus  has  always  been  a  trademark  of 
quality.  This  is  a  deliberate  policy  with  two 
purposes — one,  to  provide  their  own  with  the 
best,  and  two,  to  be  able  to  compete  with  the 
others  regardless  of  type  of  product  and 
market. 

The  demands  on  designers  and  employees 
are  high  and  only  approved  products  may 
leave  the  factories.  The  result  is  always 
competitive  with  the  best  of  what  the  other 
corporations  produce 

However,  the  drawback  is  the  price; 
Bauhaus-pnoducts  are  regarded  as 
unreachable  luxuries.  To  provide  affordable 
alternatives,  they  supply  the  stores  with  tow- 
cost  alternatives  carrying  other  trademarks. 

As  with  the  other  megacorporations, 
Bauhaus'  market  strategy  relies  on  producing 
everything,  thereby  spreading  the  risks 
Therefore,  the  corporate  empire  includes  just 
about  every  type  of  business,  from  crude  oil 
refineries,  gas  fields  and  copper  mines  to  haute 
couture  design  studios,  hospitals,  bakeries, 
finance  corporations  and  fast-food  chains 

ft  one  industrial  branch  should  be  held 
before  any  other,  it  would  be  the  heavy 
mechanical  industry,  manufacturing  heavy-duty 
construction  vehicles,  mining  machinery,  steel 
girders  for  skyscraper  construction,  and  so  on. 


If  you  want  to  be  someone  in  Bauhaus  society, 
there  are  two  requirements;  military  title  and 
membership  of  an  order  If  you  lack  either, 
you  will  be  provided  with  it  when  required. 
There  aren't  so  many  skilled  persons  by  birth. 

There  are  hundreds  of  illustrious  orders 
with  more  or  less  well-defined  purposes. 
However,  they  all  serve  the  purpose  to 
preserve  the  Bauhaus  corps-spirit,  to  create  a 
community  and  as  ^business  lobbies*  They 
are  strictly  ranked  and  your  stack  of 
membership  cards  says  much  about  your 
status  in  the  corporation,  maybe  even  more 
than  the  gold  on  your  collar. 


•  PRIDE  AND  PROTECTION  • 

In  Bauhaus  more  than  in  any  other  corporation  it  is 
possfble  to  describe  such  a  thing  as  the  ^average  guy>-,  a 
«Bauhauserrt,  The  level  ot  education,  wealth  and 
influence  is  fairly  equal  in  all  levels  of  society,  which 
reflects  in  a  fairly  similar  way  of  thinking. 

The  average  Bauhaus  employee  works  in  the  industry 


He  has  had  around  8  years  m  school,  he  doesn't  know 
much  about  the  other  megacorporations  ort  in  fad,  his 
own.  He  occasionally  hears  on  the  news  that  Bauhaus 
has  had  a  great  military  success  somewhere,  but  It 
doesn't  concern  him  He  is  welf  satisfied  with  the  city  life 
as  long  as  he  doesn't  have  to  deal  with  the  life  on  the 
street 

Above  alt,  « Bauhaus »  for  the  average  Bauhauser  is 
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THE  BAUHAUS 

Great  Infurior 

The">ergest  existing  piece 
of  ordnance  is  the  Bau¬ 
haus  Great  Infurior  self- 
propelled  automatic  how¬ 
itzer,  with  a  total  weight  of 
230  tons,  total  length  of  51 
meters  and  a  caliber  of  56 
'  cm:s.  The  Great  Infurior  is 
a  modified  and  Improved 
version  of  the  Excelsior, 
which  had  shorter  range 
and  severe  problems  with 
the  hydraulic  reloading 
mechanism  (loaders  got 
arms  chopped  off). 

The  infurior  has  rem¬ 
arkably  good  terrain-perT 
or ma nee  due  to  the 
double  track  bogles,  and 
the  1*2  metqr  wideTratkS 
effectively  distribute  the 
enormous  weight.  Tog¬ 
ether  with  each  Infurior 
goes  one  ammunition 
truck  end  two  heavy  supp¬ 
ort  tanks  for  dose  prot 
ecu  on  and  anti-aircraft 


as  an  engineer,  operator  or  fitter  He  enjoys  his  work  security  and  protection  against  whatever  might  happen, 

simply  because  He  feels  that  what  he's  doing  is  accidents,  diseases,  alien  invasions.  He  is  proud  to  be  a 

important  for  the  corporation,  and  in  a  greater  sense,  also  part  of  the  best  of  societies 
the  Brotherhood.  Also,  he  has  a  pretty  good  salary  which 

is  more  than  enough  to  support  a  spouse  and  two  *  a  small  cog  in  the  • 

children  in  their  own  apartment.  ■  bauhaus  wheel* 


*  TRADITION  AND  DISCIPLINE  * 

Bauhaus  military  forces  have  a  deserved  reputation  of 
being  welt  armed  and  trained,  and  they  compensate 
what  they  lack  in  fire-power  and  numbers  with  high 
versatility  and  degree  of  armor. 

The  armored  forces,  the  dragoon  regiments,  are  the 
most  respected  of  all  (he  Bauhaus  forces,  and  becoming 
a  dragoon  officer  is  regarded  as  one  of  the  greatest 
honors. 

Equipment  is,  of  course,  of  very  high  quality,  though 
not  the  most  powerful.  Instead,  weapons  and  armor  are 
optimized  to  combine  the  greatest  mobility  with  the 
greatest  possible  effectiveness.  Again,  the  price- tag  and 


the  production  capacity  are  limiting.  With  the  high  status 
of  a  military  career  tempting  hordes  of  young  men  to 
enlist,  the  amount  of  material  is  never  enough  to  put 
them  all  in  operative  status 


ORGANIZATION 

The  armed  forces,  falling  under  the  jurisdiction  of  Duke 
Elector  Romanov,  are  divided  mto  four  service  branches: 

*  armored  forces  (dragoons) 

*  infantry  (hussars) 

*  AIR  CAVALRY 

■  SPECIAL  forces 

Especially  talented  soldiers  might  attend  military 

- - -  academy  to  become  an 

NCO.  but  most  of  the 
time  are  picked  from 
the  -mobility*.  All 
commissioned  officers 
I  somehow  have  this  m 

their  blood,  but  only 
3*23*5*^  after  several  years  in 

one  of  the  unit- 
™  designated  academies 

are  they  subjected  to 
real  combat. 

Code  of  honor  is 
very  important, 

especially  among 
^  officers,  and  there  are 

±.-  I  extremely  few 

disciplinary  problems. 
^  ^im}  F°r  example,  prisoners 

| \  (from  other  cor|> 

[  orations,  that  is)  are 
treated  well,  cease-fires 
\J  are  usually  respected 

'  /i  and  wounded  and  dead 

jmWg/t  from  bot^  sicies  are 

jrf  (  well  taken  care  of  after 

ifaL  the  battle. 


THE  MILITARY 


The  T-32  «Wolf* 
CLAW»  JBT 

The  Wolfclaw  Jungle  ^ 
Battle  Tank,  designed  and 
manufactured  by  Fieldha- 
usen  Motors,  has  one  of 
the  highest  productions 
runs  ever  when  it  comes 
to  armored  vehicles. 

The  idea  behind  the 
Wolfclaw  was  to  come  up 
with  a  small  and  reliable 
vehicle  suited  for  jungle 
terrain  battles.  It  has  a 
conventional  steering  sys¬ 
tem.  instead  of  the  usual 
hydraulic  track  differential 
system,  which  failed 
every  so  often. 

The  short  barrels  make 
it  possible  to  rotate  the 
turret  fevm.ffY*ftarrow  jung 
le  environments,  where 
the  combat  distances  are 
fairly  short  and  accuracy 
subordinated  In  front, 
there  is  a  heavy  chain  saw 
device  used  when  the  :7 : 
sheer  weight  of  the  vehicle 
is  not  enough  to  force  its 
way  thf  ough  t  he 


Orders 

The  most  respected  order 
of  Bkihaus  society  is  the 

HIGH  ORDER  OF  MERIT  OF 
VENUS;  KNIGHT  TEMPLARS,  Or 
simply  the  High  Order. 
Membership  requirem 
ents  are  either  general's 
or  admiral’s  rank,  monthly 
income  of  250,000  Crowns 
and  I  hat  you've  been 
suggested  for  member¬ 
ship  by  at  least  two  mem¬ 
bers  of  the  order®s  Board. 

Another  renowned  or¬ 
der  for  deeds  worthy  of 
recognition  Is  the  ORDER  OF 
the  pauidron,  the  mem¬ 
bers  carry  a  chromed  steel 
shoulder  pad  on  the  left 
shoulder.  Although  the 
bulk  of  the  membership" 
consists  of  officers, 
prominent  scientists  and 
diplomats  have  been 
incorporated  as  well. 

The  ORDER  OF  OXIA  PAUJS 
is  a  secretive  society  for 
« preventive  actions?* 

.  against  the  Dark  Legion. 

I  Mystics  are  be 

:  imembers,  andHthe,  order 

®|iittiofi.  for  its  bloody 


:: 


equipped  with  large,  heavily  armed  and  armored  heli¬ 
copters. 


armored  forces.  The  Bauhaus  « Dragoons » 
make  up  the  core  of  the  armed  forces.  Originally 
organized  for  battle  in  open  terrain,  they  have  adapted  to 
the  current  mam  battle  theater,  the  Venusian  lungles, 
mainly  by  redesigning  the  battle-wagons,  but  also  by 
implementing  new  tactics  and  organization 


special  forces.  Along  with  Imperial.  Bauhaus 
can  boast  having  the  best  special  forces  in  the  system, 
lacking  nothing  of  equipment,  training  or  support  They 
are  composed  of  the  best  soldiers  from  the  regular  elite 
units.  Renowned  are  the  « Bauhaus  Biitzers».  a  legendary 
anti-armor  unit  used  for  impossible  missions#  against 
other  armored  forces;  the  nEtoiles  Mortants*.  the  Dying 
Stars,  with  special  training  and  equipment  for  fighting  the 
Dark  Legions  forces,  and,  of  course,  the  «Venusian 
Rangers#,  whose  name  speaks  for  itself 


infantry.  The  « Hussars#  is  the  nickname  for  the 
more  conventional  ground  military  forces.  They  have 
lighter  equipment  and  less  training,  but  are  a  good  match 
for  any  regular  unit  of  any  corporation 


air  cavalry.  The  air  cavalry  provides  needed 
support  during  operations  as  well  as  transportation  for 
airlifts.  This  smalt  and  costly  organization  is  mainly 


RENOWN  is  our  rewaro 
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The  Twin 
Towers 

The  6auhausTw|n  Toytfers 
on  Luna  hold  ah  the 
central  functions  of  the 
Ban  ha  us  corporate 
management  as  well  as 
the  departments  and  the 
ministries  of  the  four  Duke 
Electors.  The  top  flcors  of 
the  west  tower  (the  build¬ 
ing  faces  south)  contains 
almost  the  entire  ministry 
of  defense,  and  in  the 
lower  regions  are  what 
commonly  are  called  «the 
Corridors  of  Advisors#, 
die  many  different  depart- 
ments  and  coordination 
boards  for  freelance  corp¬ 
orations  with  in  Bauhaus* 

The  east  tower  holds, 
from  the  fqp,  the  board¬ 
rooms  of  the  Duke  Elect¬ 
ors,  the  boards  for  econ¬ 
omy,  industry  and  social 
.services. 

The  Duke  Electors  and 
other  high  officials  have 
their  own  elevators  lead*  + 
mg  directly  to  sub-ground 
level,  yth^private  Cu)v\  | 
erts  te^f|§fetty  to  their 
respecti^O  palaces  dowtv:  :| 
town.  The  securit^  m  tho! 
Twin  Towers  is  strict  but; it  I ; 


Survival  of  the  Fittest 

Sergeant  Fernandez  quickly  checked  the  surrounding  jungle,  desperately  trying  to  detect  any  I  race  of 
the  enemy,  From  a  distance  he  could  still  hear  the  sounds  of  Capitol  machine-guns  as  they  picked  off 
the  last  of  the  Bauhaus  hussars.  The  shots  were  interrupted  only  by  the  screams  of  the  wounded  and 
the  shouts  of  the  Capitol  marines.  The  ambush  had  been  well  planned  Neither  Fernandez  or  Capitaine 

Kluger  had  suspected  enemy  activity  at  this  stage  of 
the  operation.  If  everything  had  gone  according  to 
the  plan,  the  hussars  would  have  ambushed  the 
filthy  marines,  instead  of  the  other  way  around.  Thei 
had  disembarked  from  a  hovercraft  two  days  ago 
and  had  been  making  good  time  towards  the 
reported  site  of  the  Capitol  incursion. 

Then  suddenly  all  Hefl  had  broken  loose.  When 
passing  a  rushing  stream,  machine-gun  fire  had 
erupted  from  the  jungle,  killing  many  men 
immediately,  wounding  others.  Fernandez  had  tried 
to  bring  some  order  to  the  confusion  but  the  men 
had  panicked,  running  away  aimlessly,  becoming 
easy  prey  for  the  ambushers, 

Then  a  bullet  struck  the  protective  vest  of 
Fernandez  and  he  was  thrown  into  the  rushing  watei 
and  quickly  swept  away,  Thai  was  the  last  he  had 
seen  of  his  men  but  the  sounds  he  was  hearing  left 
no  doubt  as  to  the  outcome  of  the  attack. 

He  carefully  drew  his  army  issue  pistol  and 
scrambled  to  the  side  of  the  stream,  into  the 
protecting  jungle.  Rattled,  his  senses  were  playing 
tricks  and  he  desperately  wished  he  had  his  combat 
coordinator  on-line  to  give  him  a  close-up  on  the 
surrounding  area. 

Then  he  stepped  behind  a  tree  and  looked  straight 
into  the  eyes  of  a  surprised  Capitol  marine.  Acting 
instinctively  Fernandez  grabbed  Ihe  muzzle  of  his 
enemy's  weapon  causing  it  to  fire  harmlessly  into 
the  air  The  Capitol  soldier  reacted  by  throwing  all 
his  weight  on  the  sergeant,  causing  him  to  stumble, 
balancing  on  ihe  edge  of  a  small  slope. 

Knowing  that  letting  go  of  his  opponent  would 
result  in  his  own  death,  Fernandez  grabbed  the 
man's  arm  and  they  both  tumbled  down  the  slope, 
onto  the  muddy  riverbank,  The  hussar  lost  grip  of  hi^ 
pistol  and  it  landed  a  few  meters  away  from  him, 
buried  In  the  mud.  The  marine  was  no  luckier. 

As  ihe  two  men  struggled  to  get  up,  Fernandez 
slipped  and  his  opponent  made  a  frantic  bid  to  reac 
his  weapon  first.  As  Fernandez  scrambled  to  his  ow 
gun  he  knew  he  was  to  late.  He  heard  the  chuckle  of  I 
the  marine  and  turned  towards  him.  The  soldier  waa 
standing  ten  meters  away  from  him.  his  retrieved 
rifle  raised,  muzzle  fixed  on  the  heart  of  Fernandez. 
With  a  twisted  smile  the  soldier  pulled  the  trigger, 

His  smile  twisted  to  frozen  agony  as  the  mud 
caused  the  gun  to  jam.  The  sound  of  the  misfired 
round  brought  life  to  Fernandez  who  quickly  broughl 
up  his  own  pistol,  firing  two  shots.  The  bullets 
brought  the  desperate  marine  down,  still  struggling 
to  clear  his  jammed  weapon. 

With  a  note  of  satisfaction  Fernandez  saluted  his 
fallen  enemy  and  heard  this  silly  voice  inside  his 
head:  "When  nothing  can  go  wrong— ohoose 
Bauhaus 

With  the  advertisement  jingle  still  ringing  in  his 
head,  he  once  again  slipped  into  the  jungle. 


*  HOME  OF  HOPE  * 

Venus  is  Bauhaus'  most  important  stronghold  in  the 
inner  parts  of  the  solar  system,  Bauhaus*  « capital??, 
Heimburg.  is  located  there,  on  the  northern  hemisphere 
More  than  two  thirds  of  the  planet  is  covered  by  a 
dense,  hostile  jungle,  the  southern  hemisphere  is 
partially  covered  by  an  ocean  of  shallow  mud.  Towards 
the  poles  and  the  Equator  it  all  lightens  up  and  gradually 


districts,  but  out  of  the  total  number  of  habitants,  only 
around  10%  are  of  Bauhaus  descent  The  rest  are 
freelancers  and  all  thair  employees,  fortune-seekers, 
spies,  and  employees  from  the  other  megacorporations, 
of  which  Imperial  is  the  largest  in  Heimburg.  ft  is  a 
bustling  city,  throbbing  with  life  and  energy,  famed  for  an 
everlasting  optimism. 
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changes  into  flat  steppes.  The  jungle  is  crossed 
everywhere  by  slow,  shallow  rivers,  their  dirty  water 
carrying  just  about  every  disease  you  can  name, 

HEIMBURG 

As  a  sharp  contrast  Heimburg  rises  above  the  highest 
tiers  of  the  jungle,  its  highest  skyscrapers  stretching 
hundreds  of  meters  towards  the  bright  bluish  sky 

Heimburg  is  a  dean  city,  at  feast  in  the  corporate 
districts  Towards  the  outskirts  and  suburbs,  It  is  just  like 
any  other  megacrty  The  architecture  Is  solid  and 
imposing,  creating  large,  black  shadows  in  the  narrow 
alleys  and  rounded  silhouettes  in  the  magnificent 
boulevards  leading  up  to  memorials  of  those  who  must 
never  be  forgotten, 

Heimburg  is  characterized  by  the  Bauhaus  corporate 


THE  BATTLE  ZONES 

All  over  the  surface  of  Venus  there  are  skirmishes  going 
on,  occasionally  escalating  into  ravaging  battles,  partly 
between  the  corporations  but  primarily  against  the  Dark 
Legion,  The  struggle  against  Imperial  is  the  hardest  and 
saddest,  a  continues  struggle  over  land  and  resources 
Like  jackals  the  Blood  Berets  and  other  Imperial  SWAT- 
teems  hound  the  Bauhaus  forces,  battle-worn  and 
fatigued  from  the  struggle  against  the  Legion 

The  Legion  has  erected  numerous  citadels  all  over  the 
planet  surface,  surrounded  by  trenches  and  guard-posts. 
The  activity  around  the  citadels  vanes  strongly,  from 
open  war  to  anxious  surveillance, 

•  IN  TIMES  OF  PEACE  * 

•  PREPARE  FOR  WAR  * 


Bauhaus  Law 
Enforcement 
Units 

The  BLEU,  or  «the  Blue* 
as  they  are  commonly 
referred  to,  are  Bauhaus* 
one  and  only  police  force, 
renowned  for  extreme 
efficiency  and  swiftness, 
the  Blue  focuses  strongly 
on  crime-prevention  rather 
than  law  enforcement  and 
It  is  almost  impossible  to 
move  around  in  a 
Bauhaus-controfled  area 
without  running  into  pairs 
of  foot-patrol  Blues  every 
five  minutes. 

BLEU  police  officers  are 
tall,  minimum  height  is 
6'3M,  which  excludes  many 
women  for  service 
field.  When  pat  rotting  on 
foot,  they  are  normally 
equipped  with  hand -guns 
and  qne  tear-gas  grenade, 
wearing  light  protection 
^ests  (AV  2)  under  the 
blue  black  uniform, 
HrVdemeanor  they  are 
$|ern  and  tough,  giving 

mtf  mes^y^^thom^ 

.  ass 

exactly 
with 


j, 


.«• 


r 


K 


X 


>T 


■ 


d 


* 


•  SHAKE  THE  HANDS  OF  * 

*  THOSE  YOU  TRUST  * 

Bauhaus  is  regarded  a  tough  but  just  business  partner, 
always  reliable  when  a  deal  has  been  closed,  but  hard  to 
dose  deals  with. 

Accordingly,  the  financial  and  diplomatic  relations 


THE  CARTEL 

Bauhaus'  relations  with  the  other  megacorporations  is 
not  reflected  within  the  Cartel,  which  in  Bauhaus4  eyes  is 
a  shot  clearly  off  the  target.  Therefore  officials  are  sent 
to  the  gigantic  Cartel  organization  as  trainees  to  see  and 
learn  the  Art  of  Diplomacy,  not  really  with  authority  to  do 
anything 


between  Bauhaus  and  other  corporations  are  good,  but  Another,  more  tangible,  problem  is  that  the  invisible 


they  are  known  for  being  slow  to  commit,  due  to  struggle  between  the  four  Duke  Electors  cripples  them 
■  r  ■  ,  w  .7  ‘V-;  .  accuracy  and  an  acute  attention  to  all  details  substantially  when  appointing  negotiators  to  the  Cartel 


mmm 


Indeed,  the  first 


representatives  and  off¬ 
icials,  it  is  a  heavy  corrw 
©rtible  run  by  the  multi* 
power  Bauhaus-Traffaux 
engine.  It  rs  capable  of 
speeds  up  to  150  kph 
under  manual  control; 

For  the  protection  of 
the  driver  and  the  pass¬ 
engers  the  car  has  been 
equipped  wtth  heavy 
armor* plates  and  the 
frame  it  is  built  on  is 
reinforced  with  durable 

and  heavy  metal  alloys- 
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The  Heimburg 
DUCATES 

Within  Bauhaus  the  ode-  * 
ATE  is  Often  used  instep 
of  t  he  toil's  CTaV^.4,.--:^ 
They're  pure:  gold  and 
silver  corns  minted  ^ 
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•  STRENGTH  list  SPIRIT  * 


of  Bauhaus  and  the  corporation  and  the  Duke  Electors 
have  always  been  their  strongest  supporters  However 
hard  they  have  struggled  to  erase  this  link  between 
Bauhaus  and  the  Brotherhood,  they  didn't  quite  succeed 
until  much  later,  when  the  first  major  conflicts  arose, 
eventually  escalating  to  open  war  on  Venus 

And  hence,  the  relations  are  ambivalent;  the 
Romanovs  and  most  of  the  body  of  officers  regard  the 
Brotherhood  as  a  potential  threat  not  yet  erupted,  while 
the  other  families  embrace  the  Brotherhood. 

Still,  the  Brotherhood  has  a  very  strong  influence  on 
the  average  Bauhaus  man  as  well  as  on  anything  that  the 
corporation  does 

THE  DARK  LEGION 

•  WHEN  DARKNESS  FALLS  * 

*  IGNITE  YOUR  INCINERATOR  * 

Bauhaus  is  the  corporation  that  has  suffered  most  from 
the  armed  onslaught  of  the  Dark  Legion  and  it  is  also  the 
corporation  that  has  put  the  most  resources  into  the 
armed  struggle,  simply  out  of  self-preservation.  Venus  is 
the  largest  and  most  obvious  battle-zone  in  the  system, 
and  thousands  upon  thousands  of  young  men  have  been 
sacrificed  in  this  struggle, 

The  Dark  Legion  and  its  minions  are  fiercely  attacked 
at  all  levels,  with  all  means,  at  any  cost.  From  Bauhaus 
point  of  view,  anything  short  of  honor  and  civilians  can 
be  sacrificed  in  the  war  against  the  Legion  The 
corporation's  close  relations  to  the  Brotherhood  has 
been  of  help  in  the  cities  and  among  common  man,  but 
it  has  helped  little  on  the  battle-fields. 


THE  BROTHERHOOD 


If  you  want  to  move  about 
with  class  and  style  you 
choose  a  Vmciano- 
Traffaux  car.  These  cars 
are  powerful  and  give  the 
driver  and  passengers 
good  protection. 

Shown  here  is  the  off¬ 
icial  vehicle  for  Bauhaus 


High  Council,  Instead,  Bauhaus  often  appeals  to  the 
Brotherhood  to  solve  conflicts  that  would  normally  be  on 
the  Cartel's  agenda. 

Even  though  persuasion  has  always  been  necessary, 
the  Doomtroopers  have  always  been  supplied  with  the 
finest  of  Bauhaus  soldiers. 


This  demand  for  accuracy  is  often  mistaken  for 
snobbishness,  giving  Bauhaus  negotiators  a  bad 
reputation 


*  PROFESSIONALISM  AND  * 
*  PERFECTION  * 


for  Services  Rendered 

«You  are  a  disgrace*,  to  both  your  regiment  and  your  father. » 

Lecomte  Turned  away  from  the  soldier  and  gazed  out  the  window. 

“None  of  this  must  be  known  to  the  crew  upstairs,*  he  continued,  «and  if  it  does  you're  going 
to  burn  for  it  Nobody  fails  me  and  lives  to  tell  about  it,  so  make  sure  this  is  handled  with  the 
greatest  discretion*  Someone  is  going  to  pay  for  this  fiasco,  mark  my  words.* 

Steiner  stood  in  the  center  of  the  room,  dirty  and  disheveled.  He  still  wore  his  heavy  armor, 
marked  with  the  signs  of  desperate  combat  and  his  face  was  a  mask  of  exhaustion* 

"We  returned  from  Venus  with  only  two  men  of  the  three  hundred  sent.*  Steiner  answered  the 
dark  figure  by  the  stained  glass  window.  His  voice  mirrored  his  appearance*  «Only  one  survived, 
sir*» 

Lecomte  raised  h*s  hands  looking  out  over  the  surface  of  the  city.  He  spoke  and  his  voice  was 
strained  by  anger, 

«<  lost  a  lot  of  prestige  in  this  operation,  and  I  hope  you  realize  this,  Steiner.  Someone  will  have 
to  pay  for  this  failure,  this  loss  of  face,* 

Steiner  hadn't  realized  Lecomte's  game  until  now,  too  late*  He  had  been  used  by  this  ruthless 
executive,  Lecomte  had  used  Steiner  and  his  men  as  a  child  would  use  his  toys.  The  wheeling  and 
dealing  brat  had  sacrificed  the  lives  of  three  hundred  good  men  on  a  whim,  for  his  personal  profit* 
Lecomte's  dirty  plans  had  caused  Steiner  the  loss  of  all  his  brothers  in  arms  and  made  himself  an 
active  pan  of  this  treachery.  Sterner  reached  his  decision,  cocked  his  submachine  gun  and  turned 
around  to  face  Lecomte 

«Yes  sir.  someone  wtu  pay..**  Steiner  mumbled,  squeezed  the  trigger,  and  in  a  cascade  of 
broken  glass  he  sent  Lecomte's  screaming  body  through  the  window  down  to  the  street  far,  far 
below. 


VINCI  ANO 

BMP-35 

The^BMP-35  is  a  durable 
and  heavy  armored 
vehicle  extensively  used 
by  the  security  forces  of 
Babhaus.  Its  mam  task  Is 
to  assist  troops  involved 
in  riot  control*  The  pass¬ 
engers  and  the  weapon- 
systems  are  encased  in  a 
fire  proof  and  bullet-proof 
shell  of  armor-plates.  The 
turrets  can  be  equipped 
with  either  a  standard 
waller-cannon  or  with  a 
30mm  auto-cannon  firing 
slugs  or  grenades. 


Homebuilders' 
logging  Sword 

The  symboj  of  office  fdr": 
the  Duke  Electors  arid 
their  closest  men  are 
these  ancient  bastard 
$wgrdsr  each  one  carrying 
its  own  history.  Legend 
ill  it  that  they  were 
brought  by  the  first 
homebuilders  to  Venus  as 
logging  tools,  and  as-a 
reminder  of  th^ferave 
men  t hay  are 
■regarded. as  the  uMmate 


A  Commoner’s  Mistake 

«Ygu  know  he  has  to  Grand  Master  Yvain  didn't  express  even  the  slightest  pity  when 

producing  the  death  sentence, 

*Bul  Master,  brother  Anderson  is  just  a..,* 

uJiist  a  commoner;  that's  right!  And  that  just  makes  it  worse.  We  should  never  have  elected 
him  into  the  Order  from  the  beginning  Honor  Colonel  or  not  he’s  just  a  petty  careerist  among  all 
the  others.  He's  not  one  of  us,  and  never  will  be.  Remember  Jura.» 

The  reference  to  the  disastrous  conference  in  Jure  still  gave  General  von  Luck  the  creeps,  The 
^commoner »,  Colonel  Anderson,  had  been  commissioned  to  close  an  already  set  deal  with  the 
Imperial  military  attaches,  but  seriously  screwed  up. 

When  the  imperials’  wouldn't  agree  on  the  pace  of  the  retreai  from  the  worthless  Jura  complex, 
Anderson  had  gone  berserk,  finally  expressively  ordering  h*s  banner  guard  to  put  them  under 
arrest  In  the  following  fight,  all  the  Imperial  ambassadors  had  been  killed.  The  retaliation  from  the 
Imperial  Blood  Berets  was  horrifying — 29  dead  Bauhaus  civilians  and  one  entire  dragoon  squadron 
captured  or  killed.  Their  commander — Colonel  Anderson, 

All  this  might  have  been  excused*  had  It  not  been  for  the  fact  that  Anderson  made  a  new,  totally 
unauthorized  deal  with  his  captors,  trading  himself  against  four  Imperial  officers  in  the  Order's 
captivity,  Though  reluctant.  Master  Richl hausen  was  bound  by  an  officer’s  code  of  honor  to  fulfill 
the  stupid  promise  from  his  orderly  vassal, 

«|  see  your  point.  This  must  not  happen  again, *>  Grand  Master  Yvain  Richthausen  took  the  gold 
plated  pen  and  signed  the  document  with  a  sharp  rasping  sound; 

«Now  general,  you  have  carte  blanche  with  mtsver  Anderson,  Just  one  bit  of  advice,  use  an 
Imperial  freelancer,  Johnstone  or  Major  Thomas.» 

von  Luck  smiled  at  the  irony  ^So  be  it.  Master  Rlchthauseru* 


MISHIMA 

As  the  populace  grew  along  with  the  Mishima  dynasty,  the  rulers'  control  over  the  vassals  decreased  at  the 
same  pace  as  the  disappointment  among  the  people  increased.  Demands  for  the  abdication  of  the  Overlord 
were  loud,  mayhem  and  revolt  ruled  and  held  Mishima  at  bay. 

And  so  it  happened  at  Cardinal  Randolph's  elevation  that  the  Overlord  proclaimed  that  the  Mishima  dynasty 
and  all  its  work  and  all  its  land  and  all  its  assets  would  for  eternal  time  no  longer  be  administrated  by  the 
Overlord,,  but  by  his  three  Lord  Heirs  and  the  Lord  Heirs  of  the  future  Overlords. 

Great  rejoicing  followed  and  the  corporation  was  prosperous  and  happy  under  the  new  rule  of  the  Lord 
Heirs,  But  soon  our  glorious  Inquisitors  in  their  infinite  wisdom  saw  the  Darkness  fall  over  the  Mishima 
corporation.  Feuds  among  the  Lord  Heirs  could  no  longer  be  solved  in  the  gathering  halls,  but  resulted  in 


Prince  of  Fire,  Governor  of 
Luna,  Ambassador  of 
Misftjma,  Emperor  of 
Thousand  Sunsf  The 
Father  above  All,  are  titles 

t 

inherited  by  the  Overlord. 

Even  though  he  has 
little  formal  power,  he  has 
quite  a  strong  influence 
6n  the  populace.  A  very 
intelligent  old  man,  full  of 
wisdom  and  insight,  the 
Cardinal  often  turns  to  the 
Overlord  Mishima  for 
advice. 


The  Lord  Heirs 
Lord  Heir  Moya, 

Prince  of  Soil,  Governor  of 
Mercury,  Moya  resides  in 
Longshore  and  controls 
most  of  the  " 

business  empire  with  a 
firm  hand  He  is  famed  for 
being  totally  ruthless,  but 
is  also  rumored  to  be 
siih^oph  rente. 


hostilities  leading  to  grief  among  the  stock  holders  and  the  mothers  of  many  young  men. 

The  Overlord  warned  against  the  Evil  in  order  to  end  the  conflict,  but  the  Lord  Heirs  no  longer  respected 
their  Master  and  put  him  in  exile  on  Luna,  while  they  themselves  continued  their  petty  wars  and  hostilities  on 
the  sacred  planet  in  Cardinal  Randolph's  visions— the  blessed  planet  of  Mercury. 

And  this  blood-feud  became  the  most  obvious  sign  that  the  Darkness  from  within  was  a  greater  threat  than 
the  threat  from  its  legions— when  the  son  raised  hand  against  his  father  and  rejected  him, 

—  The  First  Chronicle,  The  Arrival  of  the  Darkness  and  the  Cali  of  the  Cardinal  \  Alexander  Horatio 


Lord  Heiress 
Mar iko.  Princess  of 
the  Skies,  Governess  of 
Mars,  this  beautiful 
woman  is  independent 
from  her  older  brothers. 
She  Is  known  to  be  very 
cruel,  both  in  business 
and  combat 


Heirs  His  only  vassals  are  a  court  of  ten  thousand  and  a 
bodyguard  of  one  thousand,  the  «hatamoto*.  These 
servants  hold  the  highest  honored  positions  within  the 
entire  corporation  and  they  are  always  hand  picked  by 
the  Overford  himself 


The  Mishima  corporation  has  since  their  founding  been  a 
family  company,  administrated  and  ruled  by  the  Mishima 
dynasty.  At  the  top  as  chairman  and  president  had  been 
the  Overlord,  usually  the  family  head. 

But  eventually  the  corporation  expanded  far  beyond 
what  one  person  could  effectively  control,  which  forced 
the  Overlord  to  split  the  empire  into  three  separate 
divisions,  each  headed  by  one  prominent  family 
member,  the  Lord  Heirs 

Today  the  Lord  Heirs,  the  two  sons  and  daughter  of 
the  Overlord,  govern  all  Mishima  business  on  Mercury, 
Venus  and  Mars  respectively  Lord  Moya,  Prince  of  Soil 
and  Governor  of  Mercury,  is  held  highest  of  the  three 
and  unofficially  functions  as  the  family  head. 

There  is  open  rivalry  going  on  between  the  three 

Lord  Heirs,  manifesting  itself  in - 

hostile  take-overs, 

assassinations,  broken  promises, 
everything  short  of  open  war 
Since  their  respective  divisions 
are  nearly  self-sufficient  and 
geographically  separated,  the 
conflict  isn't  very  obvious  to  the 
outside  world. 

And  of  course  the  worst 
debate  is  over  who  will  be  the  ^ 

next  Overlord.  The  sibling 
chosen  will  hold  the  true  sword 
of  power  over  his  family  and  be 
in  total  control  of  Mishima,  PwHn 


BUSINESS  STRATEGY 

Some  say  the  moral  decline  of  the  once  proud  Mishima 
organization  has  showed  in  its  business  policies.  Others 
call  the  Mishima  management  economical  geniuses, 
smart  and  ruthless,  well  adapted  to  the  current 
circumstances 

In  any  case,  the  rise  of  the  Mishima  business  empire 
has  been  astonishing  In  a  short  time,  they  had  managed 
to  become  the  second  largest  corporation  after  Capitol, 


THE  OVERLORD 

The  Overlord  Mishima  himself  is 
but  a  crippled  shadow  of  his 
ancestors,  put  in  exile  in  the 
Luna  palace,  without  any  real 
power  but  still  in  position  as  the 
corporation's  figurehead.  For¬ 
mally,  he  is  the  one  and  only 
Mishima  ambassador,  it  is  he 
who  negotiates  in  the  Cartel  and 
it  is  he  who  dictates  the 
corporate  guidelines,  but  it  is  the 
Lord  Heirs  and  their  vassals  who 
make  all  the  decisions. 

Even  though  he  is  treated 
with  due  respect  by 
ambassadors  of  other  corpo¬ 
rations,  the  dealings  with  him  are 
only  ceremonial,  and  simul¬ 
taneous  with  the  real  dealings 
with  the  Lord  Heirs. 

And  so  it  is  that  Overlord 
Mishirna.  Emperor  of  Thousand 
Suns,  the  Prince  of  Fire,  the 
Father  Above  All  has  become  a 
bitter  relic,  unwanted  by  his 
heirs*  unknown  by  the  populace, 
secretly  mocked  by  his  peers, 
and  vainly  struggling  to  mediate 
m  the  conflict  between  the  Lord 


producing  absolutely  everything,  and  often  a?  lower  cost 
and  with  a  more  appealing  design. 

The  recipe— ruthless  business  methods,  low 
development  coststplagiansm),  the  largest  industrial 
espionage  budget  of  all  the  corporations,  and  of  course, 
the  inherent  craftmanship,  and  the  will  that  is  absolutely 
essential  when  you  have  an  ambition  to  be  the  best. 

This  strategy  results  in  the  fact  that  their  own  product 
developers  can  concentrate  on  finishing  up  and 
improving  existing  models  and  products,  and  thereby 
gain  an  advantage  over  their  competitors. 


by  Cybertromc's  rn  this  area— and  it  is  difficult  to  make 
really  good  deals  with  Mishima  partners  (unless  they 
want  you  to,  for  strategic  reasons), 

CRAFTSMANSHIP  AND 
COMPETITION 

The  weapon  that  has  made  Mishima  a  force  to  be 
reckoned  with  is  the  ability  to  produce  large  quantities  of 
high  tech  equipment  at  tow  costs  This  gives  the  buyer 
cheaper  alternatives  to  Capitol's  or  Bauhaus'  equipment. 


Also,  by  literally  stuffing  the  store-shelves  with  their 
own  goods — maybe  even  with  the  same  product 
packaged  in  many  different  ways— they  make  sure  that 
they  secure  the  most  exposure 

Mishima  are  renowned  for  always  sticking  to  a  deal, 
but  they  are  even  more  renowned  for  their  shrewdness 
in  deal-making.  Their  business  lawyers  are  only  matched 


but  they  have  one  drawback.  The  design  and  technology 
involved  have  resulted  in  Mishima  producing  equipment 
that  is  more  expensive  to  repair  than  to  manufacture 
This  has  a  wide  appeal  to  the  massmarkets  but  has  given 
Mishima  a  somewhat  bad  reputation  within  the  military 
industry,  especially  with  freelancing  mercenaries  who 
need  to  be  able  to  fix  equipment  themselves  in  battle 


Warheads 

There  are  three  general 
type^  of  warheads, 
combat ,  recon  and 
suicide.  The  first  is  usually 
equipped  with  bombs  and 
autocannons.  the  second 
with  cameras  and 
microphones,  the  third 
With  one  heavy  explosive 
charges. 

It  is  not  known  whether 
they  are  manned  or  not. 
but  estimations  are  that 
they  contain  some  form  of 
intelligence, 

Their  appearance  vary 
a  lot,  but  the  early 
prototypes  spotted  so  far 
have  looked  tike  variations 
of  flying  cigars. 
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THE  CUIRASS 

A  typical  cuirass  consists 
of  a  harness  and  half-  ^ 
greaves  protecting  the 
front  of  the  cuirassier  The 
arms  end  in  variations  of 
heavy  weapons,  like 
chainguns,  flamers  or 
grenade  launchers.  In 
order  to  be  able  to  move 
around  properly,  the 
joints  are  enhanced  with 
hydraulics.  The  large 
container  on  the  back 
contains  highly  flammable 
hydraulic  fluid,  a  great 
source  of  grief  among  the 
cuirassiers. 


LONGSHORE 

The  megacity  surrounds  a 
huge  bSsm  which  also 
serves  as  a  harbor  for  the 
ocean-  and  river-going 
vessels  that  provide  the 
bulk  of  Mercury's 
communications.  The 
basin  is  split  in  two  by  a 
100  meter  wide  runway 
that  stretches  some  two 
kilometers  out  in  the  still, 
crystal-cl&if  water. 

The  et^  Pf  this  «pier» 
consists  ^?  two  aioanttO 


fortified,  rapidly  growing 
base  for  Imperial  and  arty 
freelancing  corporation 
that  wanted  in.  The 
system's  second  largest 
cathedral  was  erected, 
courtesy  of  Imperial,  as  a 
sign  of  gratitude,  and  this 
has  helped  to  keep  the 
Darkness  away  from  the 
planet. 

However,  the  contracts 
only  run  on  a  hundred- 
year  basis,  and  you  can 
bet  Mishims  won't  make 
the  same  mistake  twice. 


The  Gold 
Dubloons 

Mishima  officially  has  its 
own  currency  in  the  form 
of  the  g  ql p  ,od blooa s:;  tyuf 
these  are  very  seldom 
used  even  within  the 
Mishima  corporation. 
Salaries  are  never  acc- 
eptfcd’in  dubloons,  and  no 
di%r:PdrPorations  will 
touch  them  at  all  They 
can  only  be  exchanged  for 
other  currencies  at  special 
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THE  MISHIMAN 


A  Mishima  employee  will  in  every  situation  do  his  utmost 
for  his  employer,  not  necessarily  Mishima,  hut  his  Lord 
Heir  and  his  vassals.  Most  would  even  sacrifice  their 
lives  if  necessary  There  are  many  explanations: 

family.  To  a  great  extent,  the  family  is  what  keeps 
the  Mishima  society  together  You  must  never,  ever, 
give  your  family  a  bad  name,  and  you  are  supposed  to 
follow  m  your  family's  footsteps  and  preferably  also 
improve  your  name  s  reputation 

tradition*  « it  has  always  been  like  this,  and  it 
always  will  be  It  has  always  worked,  and  those  in 
opposition  have  quickly  come  to  regret  it » 


loyalty*  Mishima  employees  are  born  into  the 
organization,  and  from  their  first  day  they  are  taken  care 
of,  For  free 

And  from  the  first  day  of  his  life,  the  Mishima 
subordinate  is  taught  that  he  has  the  organization  to 
thank  for  everything.  Everything  is  only  borrowed.  And 
the  organization  has  the  right  to  collect  on  the  loan— at 
any  time 

glory*  The  Corporation  remembers  sacrifices.  For 
example,  soldier’s  salaries  are  low.  but  survivor's 
pensions  are  generous  Every  day,  memorials  are  held 
for  those  who  died  in  servjce  of  the  corporation,  and  they 
are  honored  above  all  others. 


THE  MILITARY 


As  in  ail  mega  corporations,  the  Mishima  military  corps  is 
an  elite  group  very  much  living  under  their  own  laws  and 
ethics,  ft  doesn’t  hold  the  same  prominent  position  as  in 
Bauhaus  or  Imperial  *  Friendly  methods*,  non-violent 
means,  are  preferred  when  having  to  defeat  someone. 
Warfare  is  too  cosily  and  unpredictable. 

The  military  commanders  and  the  corporation 
managers  are  formally  synonymous,  even  If  the  military 
advisors,  the  administrators,  hold  the  real  military  power 

ORGANIZATION 

The  military  organization  of  Mishima  is  composed  of 
three  divisions,  and  the  separate  armies  have  altogether 
different  purposes  and  organization  It  is  only  on  Mercury 
that  the  military  has  a  prominent  and  highly  preferred 
position;  on  Venus  and  Mars  they  are  used  for  defense 
purposes  This  is  a  great  relief  on  Lord  Menu's  and  Lady 
Mariko's  finances— warfare  is  extremely  expen  si  ve—and 
this  makes  them  economically  competitive  with  Lord 
Heir  Moya  considering  their  limited  budgets 


The  military  forces  of  Mercury  mostly  consist  of 
lightly  armed  and  armored  infantry  units  The  light 
equipment  is  a  consequence  of  the  rough  Mercurian 
underground  terrain,  where  the  soldiers  might  be  forced 
to  crawl  through  narrow  cracks  or  flooded  tunnels 

TACTICS 

Mlshima's  motto  ^destroy  on  defend*  describes  the  core 
in  the  strategy  very  welMf  they  can’t  destroy  an  enemy 
right  away,  they  hold  fast  on  the  spot  until  reinforced, 
alternatively  until  they  die.  No  glory  is  greater  than  dying 
in  service  of  the  Corporation.  Another  internal  motto  is 
*  never  GIVE  an  inch» — no  one  wants  to  be  remembered 
as  the  one  who  surrendered  to  the  enemy 

This  makes  Mishima  units  dreaded  enemies— you  can 
never  attack  them  without  being  certain  of  success,  and 
since  they  can  rely  on  quick  and  large  reinforcements, 
you'd  better  wipe  them  out  quickly,  which  is  easier  sard 
than  done  when  they  always  fight  to  the  last  man 
« ASSISTANCE  IS  NEVER  FAR*. 


Mishima's 
Police  System 

Mishima  practices  the/ 
system  of  free  enterprise 
in  its  law  enforcement 
system,  meaning  that  this 
is  governed  by  uncount¬ 
able  small  companies  and 
enterprises  with  each  up 
to  maybe  a  thousand 
officers,  which  has  both 
its  pros  and  cone. 

This  system  is  almost  a 
necessity  because  of  the 
split  corporate  manag¬ 
ement:  it  would  be 
impossible  to  have  one 
single  uniformed  police 
force  within  the  separate 
domains  of  the  three 
different  Lord  heirs  Add 
rtionaHyi  Mtehima  has 
always  feared  a  strong 
police  system  as  opp¬ 
onents  against  the  man 
agement 

The  major  problems 
are  coordination,  cooper  ::  : 
ation  and  Corruption.  E^en 
while  command  struct-' 
ures  and  routines  are 


great  differences  in  equip 
ment  antfme ntahty,  pprr- 
uptiorj  Is  very 
and  it  fs  not  at. a ti. 


' 
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Ml  SHIM  A™ 


THE  HATAMOTO 

The  Hatamoto  is  one  of  the  last  surviving  signs  of  the  Overlord's  power  and 
status,  a  traditional  guard  of  honor  that  has  survived  through  the  centuries, 
despite  conflicts  and  moral  decay  They  are  the  best  of  the  best  of  Mishi¬ 
na's  elite  warriors,  handpicked  by  the  Overlord  himself  and  granted  privNigi- 
es  beyond  even  those  of  the  Lord  Heirs 

The  ceremonial  armor  worn  by  The  palace  guards  is  a  combination  of 
dark  bl — the  Overlord  s  color — and  bright  redr  and  the  most  significant 
'details  are  the  headband  carrying  the  Mishima  mon— the  « rising  the 
design  of  arm- and  leg  greaves  and  the  «k\\U. 

The  shoulder  pads  ol  the  ceremonial  armor  are  of  the  typical,  characte¬ 
ristic  Mishima  design,  as  are  the  two  large  circular  breastplates  On  the  left 
shoulder  pad  is  the  Mishima  logo,  which  reveals  the  belonging  to  the  Hata- 
moto  (regular  soldiers  of  the  Mishima  armed  forces  always  carry  ihe  badge 
of  their  own  unit/company/regiment  instead— the  plain  «M»  would  rather 
indicate  «undetach6d»}  On  the  right  shoulder  ts  carried  a  badge  showing  the 
fepeciatty  of  the  guard,  for  example  commander,  technician,  ceremonial  mas¬ 
ter,  etc 


HATAMOTO  COMBAT  ARMOR 

here  is  the  heavy  combat  armor  worn  in  all-out  combat  situa- 
in  which  the  Hatamoto  is  rarely  involved,  though.  The  only 
thing  that  differs  this  suit  of  armor  from  the  standard  samurai  suit  is 
the  color— the  dark  blue  is  restricted  for  the  Overlord  and  the  Hatamoto.  So 
apart  from  the  color  and  the  Overlord's  mon  on  the  left  shoulder  pad,  this 
could  be  any  samurai. 

Note  the  two  swords — the  Hatamoto  saber  (the  short  one)  and  the 
Hatamoto  katana  (the  long  one)  with  the  ambers  indicating  the  rank  of  Sam¬ 
urai— stuck  into  Ihe  sash.  The  firearm  is  a  rather  unusual  weapon,  a  traditio¬ 
nal  samurai  weapon  tracing  its  origins  further  back  than  any  living  man  can 
remember  It  is  a  high-velocity  light  machinegun  with  unstable  ballistic  per¬ 
formance,  inflicting  severe  damage  when  penetrating  the  armor 
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THE  SAMURAI 

The  finest  warriors  in  the  Mishima  organization  are 
promoted  to  personal  samurai  of  the  Lord  Heirs  and  their 
vassals  In  other  corporations,  they  are  called  elite 
guards,  with  the  task  to  do  the  work  of  the  special 
forces 

In  reality,  a  military  commander's  only  special  forces 
are  his  personal  body  of  samurai,  maybe  reinforced  with 
a  couple  of  cuirassiers.  Usually,  a  Lord  Heir  has  five  or 
six  hundred  samurai,  a  loyal  general  might  have  some 
two  or  three  hundred  at  his  call  Each  samurai  is  worth 
ten  standard  soldiers 

EQUIPMENT 

The  Mishima  foot-soldier  somewhat  suffers  from  the 
business  philosophy  of  Mishima  craftsmanship,  but 
spare  parts  are  in  good  supply  and  the  technicians  are 
many  So  this  is  not  a  major  problem. 


Mishima  have  developed  two  unique  weapons  syst- 
ems  especially  well  suited  to  the  Mercurian  under¬ 
world— the  warheads  and  the  combat  cuirasses, 

warheads,  Semumefligent,  self-sufficient  and  self 
operated  weapons  platforms,  the  wa  r  h  e  ad  $  are  used 
for  missions  that  are  considered  suicidal  They  are  very 
advanced  robots  with  sophisticated  mechanisms  Extr¬ 
emely  tough  and  with  lots  of  weapons,  but  also  very 
rare  and  expensive 

combat  cuirasses.  These  imposing  mech¬ 
anical  suits  of  armor  provide  the  cuirassiers  with  a 
fair  amount  of  body  protection  end  heavy  weapons, 
while  improving  their  mobility.  In  short  they  are 
hydraulic-enhanced  suits  of  armor  with  built-in  heavy 
weapons.  They  are  used  by  elite  units  and  assault 
regiments. 


LONGSHORE  &  MERCURY 


that  high  police  officials 
wink  at  drug  pushers  and 
protraction  rackets  within 
their  districts.  This  has 
lead  to  a  situation  where 
the  Lord  Heirs  and  larger 
companies  within  Mish 
ima  also  have  their  own 
police  forces,  increasing 
their  numbers  even 
Further. 


Closest  to  the  sun,  a  small  and  extremely  hot  red-orange 
planet.  Mercury  is  still  somewhat  of  a  gold-mine  to  the 
megacorporations.  It  is  also  the  most  exciting  and 
challenging  of  the  new  worlds 

The  planet  has  been  a  Mishima  claim  ever  since  the 
conquest  of  space  began,  and  even  while  the  planet 
itself  is  extremely  hostile  to  mankind  the  Mishima 
engineers  have  managed  to  create  fairly  acceptable 
conditions,  especially  in  the  extensive  system  of 
underground  caverns  and  gigantic  craters. 

The  surface  of  the  planet  is  hot,  humid  end  sterile 
Only  a  handful  of  mining  complexes,  guardposts  and 
automated  observation  decks  are  situated  there.  It  is  the 
bright  and  inviting  underworld,  the  huge  network  of 
tunnels,  crevices  and  gigantic  halls  and  caverns  that 
make  Mercury  a  prosperous  and  profitable  affair 

LONGSHORE 

Longshore,  The  Mishima  capital  and  residence  of  Lord 
Heir  Moya  and  his  administration  and  most  of  the  central 
bureaucracy,  is  situated  in  such  a  crater,  its  highest  towers 
and  buildings  barely  reaching  up  above  aground  level » 

The  city  is  a  bustling  splash  of  cultures  and  buildings 
«The  never-sleeping  city  ^  serves  as  a  port  for  almost  ail 
trade  and  contains  all  important  official  buildings  of  the 
Mishima  empire,  trading  centers,  military  academies, 
stock  markets,  universities,  etc  Imperial  also  has  much 
of  its  important  administration  in  Longshore  and  its 


nearby  twin  city,  Fukido,  which  is  entirely  in  Imperial’s 
control. 

THE  WARZONES 

Mercury  is  to  a  great  extent  virgin  ground  to  both  the 
Dark  Legion  and  the  other  corporations,  the  latter  most 
obviously  reflected  in  the  frequent  clashes  of  arms 
between  Imperial  settlers  and  Mishima  troops  Lord  Heir 
Moya  dearly  regards  the  planet  as  his  territory  and  does 
his  utmost  to  destroy  all  intruders,  with  the  brilliant 
exception  of  the  city  of  Fukido.  where  a  fragile  peace  is 
upheld  thanks  to  the  Brotherhood, 

There  are  no  definite  front-lines  on  Mercury,  but  Lord 
Moya's  forces  are  spread  out  all  over  the  underworld.  In 
outposts  holding  between  one  and  five  squadrons  of 
thirty  warriors  each  They  are  never  more  than  fifty 
kilometers  apart,  to  ensure  that  the  « destroy  or  defend* 
strategy  works.  Also,  strategic  reserves  of  two  to  five 
regiments  (five  squadrons!  are  kept  at  regular  intervals. 

Most  armed  conflicts  consist  of  skirmishes  between 
these  Mishima  defense  troops  and  settlers  from  the 
other  corporations.  These  rarely  last  more  than  a  couple 
of  months,  almost  always  resulting  in  either  a  face  saving 
solution  (the  settlers  may  stay  but  pay  tribute  to  Lord  heir 
Moyal.  or  total  extinction  of  the  colony. 

There  are  currently  some  fifty  such  conflicts  going  on, 
with  only  a  few  involving  more  than  two  hundred 
soldiers. 


THE  GUNSHIP  DIPLOMACY 


The  third  Overlord  Mishima,  Taro,  had  a  saying,  «what 
can’t  be  achieved  with  violence  is  not  worth  fighting 
ford,  and  this  reflects  Mishima ’s  relations  to  its 
competitors  rather  well  When  a  Mishima  businessman 
has  decided  to  achieve  something,  no  means  are  sacred 

THE  CARTEL 

Mishima's  representative  in  the  Cartel  High  Council  is  no 


one  less  then  the  Overlord  himselfL  which  should,  on 
paper,  guarantee  a  strong  position. 

However,  not  even  the  representatives  of  the  other 
corporations  respect  the  Overlord,  The  Overlord  is  a 
marionette  without  real  power,  and  if  a  corporation 
wants  to  bargain  with  Mishima  or  put  in  a  formal  protest, 
they  present  it  to  Lord  Moya. 


The  Mishima 
Residence 

One  of  the  oldest  build- 
ings  in  Lunar  Overlord 
Mrshima's  Residence  is 
placed  in  the  center  of  the 
city,  not  far  from  the 
Cathedral  of  Cardinal 
Nathaniel.  It  is  fairly  small 
compared  -to  ihw  other 

corporations1  headqu¬ 
arters,  but  then  again,  this 
isn't  Mishima's  real  HO. 

The  residence  contains 
the  Overlord's  quarters 
and  his  entire  court, 
lodgings  and  camps  for 
the  Hat  a  mot  o  and  some 
offices  for  his  envoys.  The 
is 

... 


SCALPER 

These  single  edged  sab¬ 
ers  are  copies  of  surged 
one'  scalpers,  and  are 
most  often  used  one 
(landed  along  with  a 
handgun.  They  are  pop 
ular  both  on  among  the 
street  gangs  and  law 
enforcement  units,  prim 
ari(y  because  of 
their  terrifying 
design. 
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THE  BROTHERHOOD 

Mishima's  relationship  to  the  Brotherhood  can  be 
described  as  tense,  to  say  the  feast.  Mishima  has 
allowed  the  Brotherhood  full  access  to  their  organization 
and  Observers  from  the  Brotherhood  can  be  found  at  all 
fevels  of  management. 

This  is  not  to  say  they  have  insight  into  Mishima.  The 
proud  officials  at  Mishima  can  at  any  time  throw 
Observers  out,  keep  them  imprisoned  or  even  execute 
them.  Due  apologies  will  be  offered  to  the  Brotherhood, 
but  Mishima's  secrets  will  be  safe.  This  is  extremely 
frustrating  for  the  Cardinal  and  the  Brotherhood,  who  have 
no  idea  how  to  approach  this  problem  For  now  an  uneasy 
peace  rests  between  the  Brotherhood  and  Mishima. 

Normally,  the  Mishima  man  feels  a  stronger  alleg¬ 
iance  to  the  corporation  and  his  liege*  his  closest  boss, 
than  to  the  Brotherhood.  But  winds  are  changing  and  the 
Inquisitors  are  gaining  more  and  more  influence  over  the 
common  man,  mainly  due  to  the  growing  threat  from  the 
Darkness, 


All  this  is  not  seen  with  much  approval  by  the 
aristocracy,  but  as  long  as  the  other  corporations  are 
strong  supporters  of  the  Brotherhood,  Mishima  will  keep 
the  proper  face  forward  But  Longshore  is  still  one  of  the 
few  places  where  an  inquisitor  can  fear  to  be  defied,  and 
the  higher  lords  of  Mishima  are  the  only  ones  who  can 
openly  defy  them  without  fear  of  retaliation, 


THE  DARK  LEGION 

Mishima  has  so  far  been  spared  the  massive  armed 
onslaughts  of  the  Dark  Legion,  for  better  and  for  worse. 
The  greatest  threat  has  come  from  within,  from  Heretics 
and  Messengers,  and  the  workings  of  the  Dark 
symmetry  has  time  and  again  sowed  spite  and  malice 
among  the  populace 

On  the  few  occasions  that  Mishima  forces  have 
crossed  swords  with  legionnaires,  necromutants  or  even 
nepharrtes,  they  have  been  badly  beaten  and  sometimes 
even  forced  to  request  assistance  from  Capitol. 


UNEXPECTED  PROBLEMS 

Bakin  looked  anxiously  at  the  large  chair  in  front  of  him.  The  hack  was  turned  towards  him  and  the 
only  indication  that  it  was  occupied  were  the  puffs  of  smoke  that  rose  from  it. 

“So.  Jet's  hear  your  report,  Administrator. » 

The  voice  was  soft  but  Bakin  had  been  present  when  the  same  voice  had  sentenced  scores  of 
people  to  extinction.  He  swallowed  hard  and  looked  down  at  his  notes,  trying  to  find  the  courage 
to  go  on* 

"Well,-  we  discussed  the  issue  with  the  delegation  from  imperial  but  our  differences  were  too 
big  to  be  resolved  through  the  normal  channels-  They  blankly  refused  to  shut  down  the  operation 
and  withdraw  their  settlements. » 

Again  the  soft  voice  drifted  towards  him  on  puffs  of  smoke  from  behind  the  chair. 

“Not  even  the  presence  of  our  troops  moved  them?« 

Bakin  lifted  a  hand  to  his  brow  and  wiped  the  sweat  from  his  forehead. 

"Ahh.  well,  I  offered  the  opportunity  of  a  merger  or  a  transfer  of  stock.  I  thought  that  if  we 
could  solve  it  on  an  economical*,, ^ 

The  chair  swung  round  to  reveal  an  older  man  dressed  in  the  suit  of  a  high-ranking  Mishima 
official.  His  face  was  cold  and  dark,  tit  up  only  by  the  glow  of  his  cigar* 

**Vou're  too  soft  Bakin,  t  told  you  to  get  rid  of  those  Imperial  swines,  not  to  make  deals!  This  is 
high  corporate  finance,  you  don't  give  an  inch.  Bring  in  the  troops  and  get  rid  of  those  settlers. » 

Immediately  Bakin  snapped  to  attention.  All  he  wanted  was  to  get  out  of  here. 

“Lord,  the  troops  have  already  entered  the  perimeter.  So  far  we  can  count  fifty-three  civilian 
casualties  but  hope  that  this  figure  will  rise  as  we  penetrate  deeper  into  the  settlements.  Most  of 
the  heavy  machinery  on  site  has  been  destroyed  and  we  calculate  a  substantial  economic  loss  for 
Imperial.  Credential  Mining's  shares  are  falling  and  will  be  rock-bottom  before  nightfalU 

This  far  the  operation  had  seemed  a  standard  one.  But  after  the  initial  engagement  other  news, 
disturbing  news,  had  started  to  come  in.  And  it  was  his  task  to  deliver  them. 

“Unfortunately  our  own  losses  are  heavy.  Fifteen  troopers  and  two  cuirassiers  have  been  killed 
during  the  initial  exchange  of  fire  and  several  squads  have  disappeared  while  securing  the  mining 
areas*  Also,  an  official  protest  from  Imperial  is  expected  to  be  delivered  to  the  Cartel  within  the 
hour.  The  Brotherhood  is  also  taking  an  interest  in  the  operations 

The  chair  swung  around  again  and  Bakin  was  left  staring  at  the  back  of  it, 

« I  don't  want  the  Brotherhood  to  interfere.  If  they  do  we  might  lose  the  franchise  and  we  don't 
want  that  to  happen,  do  we  Bakin?  I  want  you  to  wrap  this  operation  up.  as  soon  as  possible.  I  wilt 
not  tolerate  any  failures  this  rime.  Dismissed. » 

STAND  AND  DELIVER 

The  great  sword  screamed  as  Misko  swung  the  arm  of  the  cuirass,  II  shuddered  as  it  struck  the 
wretched  creature  in  front  of  the  warrior  and  the  beast  let  out  a  wall  of  pain  as  its  chest  was  ripped 
open,  Misko  lifted  up  his  fallen  enemy  and  let  out  a  cry  of  triumph  before  he  flung  the  limp  body 
unto  the  pile  of  corpses  at  his  feet.  The  Dark  Legions  had  paid  dearly  for  their  attack  on  the  bridge 
and  now  the  ground  was  littered  with  their  twisted  remains. 

But  they  were  not  the  only  casualties  in  this  desperate  battle.  As  Misko  shifted  the  heavy  feet  of 
his  heavy  battle-machine  he  let  his  eyes  fall  on  his  fallen  brother  and  sister.  The  Mishima  force  had 
been  overwhelmed  by  the  ferocity  of  the  dark  creatures  and  only  the  courage  of  the  cuirass  unit 
had  given  the  rest  oF  the  troops  time  to  retreat  Side  by  side  they  had  stood,  Misko,  Georgine  and 
Hakito,  Uke  rocks  against  the  tide,  stopping  the  assault  In  its  tracks. 

Their  swords  had  cut  a  bloody  swath  through  the  beasts  and  the  fists  of  the  cuirass  had  crushed 
many  enemies*  Like  a  cleansing  storm  their  bullets  had  hailed  over  the  heads  of  the  abominations 
of  the  Dark  symmetry. 

But  in  the  end  not  even  the  armor,  weapons  or  the  determination  of  the  three  warriors  could 
stop  the  charge,  Georgine  had  her  arm  tom  off,  and  without  the  protection  of  the  machine-gun, 
she  was  soon  overwhelmed,  and  lost  under  a  quivering  horde  of  bodies.  The  last  thought  Misko 
had  heard  from  his  combat  sister  was  a  desperate  curse  followed  by  the  rhuds  from  Georgine's 
personal  pistol,  Hakito  had  reacted  immediately,  lifting  the  hydraulic  feet  and  taking  two 
thundering  steps  backwards*  closer  to  Georgine*  The  bridge  had  shuddered  under  the  strain  but 
remained  Intatf,  He  had  firmly  planted  the  feet  of  the  cuirass  and  swept  his  incinerator  round, 
letting  the  fire  fall  over  the  legionnaires,  who  twisted  and  died.  But  it  was  too  late,  Georgine  was 
lost. 

As  Hakito  turned,  something  had  screamed  past  Misko*  He  smelledthe  foul  stench  and  heard  a 
faint  gibbering  but  the  object  had  passed  to  quickly  for  him  to  see  what  it  was. 

But  the  effect  had  been  obvious. 


A  black  hole  suddenly  appeared  in  the  armor  covering  HaMto's  chest  and  black  smoke  poured 
our  of  the  wound.  Hakito's  face  twisted  in  agony  but  he  didn't  let  one  cry  of  pain  escape.  He  raised 
his  left  arm  amt  fixed  the  muzzle  of  the  heavy  machine-gun  at  the  charging  legionnaires.  With  his 
last  dying  strength,  he  released  the  automatic  fire  and  as  the  weapon  rattled  he  closed  his  eyes 
forever,  a  smile  on  his  lips. 

And  now  IVhsko  was  standing  alone  on  the  bridge.  On  the  other  side  of  the  chasm,  the  soldiers 
of  the  Dark  Legion  were  regrouping,  making  themselves  ready  for  the  final  assault  A  great  wave 
of  peace  swept  through  Miskc  as  he  reached  his  decision.  With  mighty  steps  he  strode  forwards 
until  he  was  standing  In  the  middle  of  the  bridge.  There  he  stopped  and  fixed  his  gaze  on  the 
legionnaires,  challenging  them  to  dare  approach,  weapons  raised  defiantly 

And  they  Look  up  his  challenge,  charging,  screaming  and  foaming,  onto  the  bridge. 

Safe  as  Houses 

Trishio  looked  up  as  die  bell  on  the  door  rang.  Two  men  dressed  in  immaculate  blue  suits  entered 
his  tiny  shop.  Casually  they  strolled  up  the  aisles,  looking  over  his  herbal  medicines  and  teas, 
expressing  pleasure  when  they  found  something  that  appealed  to  them, 

Trishio  wiped  the  sweat  from  his  brow  and  prepared  himself  for  the  discussion  that  would 
follow, 

One  of  the  men  went  up  to  the  counter  while  the  other  continued  browsing.  The  man  looked 
Trishio  m  the  eyes*  a  faint  smile  on  his  lips.  He  handed  the  store-keeper  a  colorful  leaflet,  the  name 
« Personal  Protection  For  the  People  inc.w  printed  on  the  cover. 

riWefl,  my  dear  friend,  have  you  given  sufficient  thought  to  our  propositi  on. » 

He  opened  the  leaflet  and  pointed  at  the  last  page. 

*  As  you  can  see  we  have  a  special  neighborhood  protection  offer  this  week,  A  few  extras 
thrown  in  if  you  decide  to  make  a  deaU 

Trishio  swallowed  hard,  trying  to  keep  his  voice  level, 
uNo  deal,  I  can't  afford  it,* 

The  suit  leaned  slightly  towards  Trishio  and  put  his  hands  on  The  counter. 
uYeah,  you  mean  you're  saying  no  to  free  personal  patrol,  instant  alarm  button  and  a  personal 
complaints  officer?* 

The  old  man  felt  the  anger  rise  inside  him.  His  voice  came  out  strained  and  agitated. 
ttYes,  I'm  saying  no  to  that.  I've  already  signed  a  contract  with  the  local  law  enforcers  and  with 
Three  Suns  Protection  On  top  of  that.  I'm  paying  the  Family  to  keep  them  off  my  grounds,  I  can't 
afford  any  more  expenses,* 

The  men  seemed  surprised  at  this  outburst  and  regarded  each  other  innocently,  The  second 
man  stepped  up  to  Trishio,  flapping  open  his  suit,  revealing  a  dark  and  ominous-looking  pistol. 

f<l  really  hope  this  was  not  meant  to  threaten  us,  my  dear  old  friend  As  you  most  certainly  know 
after  having  studied  our  leaflet,  which  I  do  hope  you  have,  we  at  Personal  Protection  for  the  People 
have  a  running  agreement  and  extensive  cooperation  with  Three  Suns*  And  we  all  have  friends  at 
the  local  police  station.  That's  a  way  of  making  sure  all  our  customers  get  the  service  they  are 
entitled  to.  If  we  can't  do  anything  about  it,  perhaps  our  friends  can.* 

Trishio  stepped  back,  his  ar  ms  folded  in  front  of  him.  Hts  face  was  twisted  in  an  insane  grimace. 
u\  say  this  now,  I  will  not  sign  another  protection  contract.  Take  that  to  your  hoodlum  chiefs,* 
The  two  men  stepped  back  with  anger  in  their  faces. 

«You  stupid  old  man.  You've  had  your  chances  But  don't  worry,  you  have  nothing  to  fear  from 
Personal  Protection  for  the  People.  We  care  for  our  customers** 

A  Faint  glimmer  of  hope  emerged  in  Trishio's  mind,  only  to  be  brutally  extinguished  the  next 
moment. 

*Bui  what  the  employees  do  in  their  spare  time  is  another  business  altogether,* 

With  these  words  the  men  drew  their  pistols 
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The  Imperial 
Serenity 

The\chairrnan  of  the 
board**  is  the  I m penal 
Serenity,  with  the  right  to 
veto  iny  decision  made 
by'the  Parliament,  but 
may  not  officially  give 
them  any  propositions  on 
'hew  laws  or  have 
influence  on  corporate 
strategies. 

The  current  Serenity, 
Victoria  Paladin^  is  a 
strong  woman,  a  skilled 
diplomat  and  Imperial  has 
much  to  thank  her  for  its 
current  strong  position. 
She  often  sends  propos 
itions  to  the  Parliament 
under  false  names  (which 
are  known  to 

■h  .V*-. 

her  proposals  are  always 
approved  by  both  cham¬ 
bers.  She  is  a  very  good 
friend  with  the  Serjeant 
Primus  (a  Keeper  of  the 
Art;  at  the  least),  so  irva 
wayi  $he  has  the  casting 
vote.  She  is  generous  to 
;  the  Brotherhood,  as  ate 
the  chambers. 


IMPERIAL 


And  so  it  was  that  Imperial  grew.  The  families  amassed  wealth  and  knowledge  and,  led  by  Her  Imperial 
Serenity,  raised  the  foundations  of  their  new  Empire,  They  haughtily  shook  their  fists  and  rattled  their  swords 
at  the  larger  competitors,  imperial  stood  up  to  fight  for  its  traditions  and  developed  into  a  Megacorporation,  a 
position  of  power  and  influence  that  guaranteed  the  survival  of  Imperial  values  and  politics. 

Their  position  had  been  gained  through  the  devotion  of  the  families  and  clans  that  created  the  corporation 
and  it  was  this  zeal  that  enabled  them  to  challenge  their  mightier  brethren. 

But  this  was  not  seen  with  kind  eyes  by  all,  Bloody  wars  were  Instigated  to  quench  the  spirit  of  the 
challenger  and  Imperial  was  threatened  and  without  allies  in  the  cold  world  of  corporate  finance.  But  they  stood 
their  ground  and  built  a  strong  defense,  based  on  the  strengths  of  the  dans  and  the  families  that  ruled  them. 

And  ft  was  Imperial  that  first  realized  the  threat  of  the  Dark  Legions.  They  saw  the  seeds  of  Darkness  and 
the  mysterious  patterns  of  the  Dark  symmetry  that  spread  among  our  cities. 

The  cults  of  the  Heretics  and  the  renegades  grew  and  the  dark  shadow  of  evil  threatened  to  engulf  us  all.  It 
was  then,  o  Brothers,  that  the  leaders  of  Imperial  called  for  the  mighty  Blood  Berets,  The  valiant  warriors  did 
fight  the  Dark  Legion  side  by  side  with  our  blessed  crusaders.  In  the  deepest  jungles  on  Venus  the  battle  raged 
and  many  men  did  forever  scribe  their  names  in  the  eternal  ledger  of  heroes, 

—  The  Eighth  Chronicle,  The  Megacorporamns  and  the  Cartel  l  Lucretii  Marcelltanus 


Over  the  years,  the  determination  and  steadfastness  of 
the  Imperial  investors,  officials  and  ambassadors  has 
maneuvered  the  corporation  to  a  position  in  the  lime¬ 
light  By  acquiring  freelance  corporations  and  making 
claims  in  the  new  worlds  the  empire  has  gradually 
grown  «  Acquiring  »  has  always  been  a  key  word— while 
Bauhaus  and  Capitol  have  built  their  corporations  from 
scratch  with  their  own  resources.  Imperial's  strategy  has 
always  been  to  purchase  promising  freelance  companies 
and  re-develop  and  reorganize  them  to  fit  into  the 
Imperial  way  of  thinking 

Imperial  has  always  been  an  n  aristocratic^  corpor¬ 
ation,  headed  by  the  Imperial  Serene  owned  and  ruled 
by  a  body  of  families,  the  noble  clans,  and  governed  by 
the  parliament  Much  of  this  has  been  adopted  from  the 
ancient  monarchies  of  mankind,  and  tradition  is 
considered  law  within  Imperial, 

The  head  of  this  gigantic  organization  is  the  Imperial 
Serenity,  an  honorary  title  Instituted  to  make  the 
corporation  more  folksy,  to  give  employees  a  figurehead 
and  to  emphasize  the  person  as  an  example,  a  model  of 
piety  and  goodness,  The  Serenity  has  limited  power 
though,  the  real  decision-making  lies  in  the  hands  of  the 
parliament. 
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The  Parliament  is  a  dazzling  body  of  colorful  uniforms, 
ceremonial  swords,  gold  and  silver  rank  insignias, 
expensive  business  suits  and  briefcases  This  is  power 


the  Imperial 
bureaucracy 

T  he  BF  { Bu  rea  uc  racy  7 
Factor;  number  of 
bureaucrats  per  1000 
itirens)  is  155,  Second  m 
mus  league  is  Mishima 
with  49.  This  is  the  best 
f inscription  of  the  Imperial 
rrOflUJCraoy — a  colossus 
on  clay  feet.  It  is  huge, 

■  low  and  inefficient,  and  it 
i  always  impossible  to 
nrasp  their  work. 
Regardless  of  what  you 
*vant  to  do,  it  will  always 
require  an  application 
form  written  in  at  least 
four  copies  sent  to  six 
different  administrations. 
The  usual  way  to  get 
armlnrtfitt  isto  heve 
mnneetions  or  use  bribes. 
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The  Imperial 
Doom lord 

The  Vipenal  Doomiorrl 
the  «Ojd  Reliable*  of  the 
armed  forces,  Despite  the 
model  having  several 
ye&rs  behind  it,  this  gun 
ship  still  has  a  forward  * 
position  in  armored  div^ 
isions.  The  flexibility  of 
the  Doomlord  makes  it  The 
perfect  war  machine,  still 
in  use  for  transports, 
assault-  and  support 
missions. 

The  Doomlord's  great 
range  and  maneuverah 
ility  provides  the  capacity 
to  use  it  m  inaccessible 
areas,  like  the  endless 
jungles  on  Verms  and  the 
mountains  on  Mars:  A 
common  use  is  transp¬ 
orting  two  M  311  Imperial 
Vermin  APC;s< 

(Values  are  for  unlo¬ 
ad  edi  max  fuel.  Values  in 
brackets  are  for  fully 
loaded) 

Length:  55  m  o 

Crew:  H  {§*  gunners, 

9***  co-pilot^m, 
Ffchdsr)  ■  'Ww$ 's  * 

Max*,***; 85. *85)  mph 


personified— a  collection  of  the  chamber  of  lords,  the 
Sixty-two  most  blue-blooded  and  noble  men  and  women, 
and  the  chamber  of  commons,  the  sixty-two  most 
successful  and  prominent  of  businessmen,  managers, 
scientists,  lawyers  and  diplomats  And  in  the  middle,  the 
three  untouchable  Serjeants;  the  Brotherhood  represent¬ 
atives,  maybe  the  most  influential  persons  in  the  empire 
along  with  the  present  Her  Serenity. 


The  process  of  decision  making  is  complicated,  as  is 
everything  within  the  gigantic  Imperial  government  bur¬ 
eaucracy  The  demands  for  democracy  end  lustice  are  so 
important  that  nothing  may  go  wrong,  and  therefore 
every  decision  has  to  be  checked,  double-checked,  ref¬ 
erred  to  fifty  places  for  consideration,  re-developed, 
checked  with  the  High  Court,  checked  and  double- 
checked  again  before  finally  being  passed 


During  the  ages  since  the  founding  of  the  corporation, 
hundreds  of  families  have  achieved  the  honorary  title  of 
« noble*'  as  a  reward  for  their  services  Nowadays, 
although  legally  possible,  no  more  titles  are  awarded, 
even  though  it  happens  that  extremely  prominent 


persons  are  adopted  or  married  into  the  clan  and  inherit 
the  title.  Currently,  there  are  sixty-two  such  noble  clans 
in  the  Imperial  corporation  empire 

Lots  of  traditions  and  ceremonies  surround  the  nobility 
and  their  doings.  They  hold  a  unique  position  which 


The  Imperial 
STERLING 

The  Imperial  sterling  \  f 
the  strongest  minted, 
currency  next  to  the 
Cat  dinars  Crown,  and  is 
legal  tender  all  over  the 
system.  Like  the  Crown, 
it's  solid  12  carat  gold  and 
available  in  S50  (sov¬ 
ereign),  SlQ.  SI,  slO  and 
si  denominations.  1 
Imperial  Sterling  (SI)  -  10 
shillings  tsIO)  -  10  Card 
inal's  Crowns. 


The 

Bartholomews 

The  Bartholomew  family 
+s  the  force  that  rufes  Imp 
erral.  It  traces  its  origins 
back  fdThe  uneasy  times 
before  the  fall  of  the 
powers  on  Earth  and  have 
since  then  fought  desper¬ 
ately  and  successfully  to 
gain  the  current  position 
of  power, 

They  are  the  master^  of 
intrigue  and  tHeirhi^CHly  i 
is  filled  with  rumors  of 
assas^inatiibps  of  both  >  ;  ;; 
family  pipers  and  other 
competitors.  It.  Is  a  v 
spectacle  made  famous 
by  comem 


gi ii 
’  , 


»i)Kl 


guarantees  wealth,  power  and  influence  as 
long  as  they  abide  to  the  strict  unspoken  laws 
of  the  Nobility,  the  code  of  honor  commonly 
referred  to  as  chivalry 

The  members  of  the  noble  clans  hold 
without  exception  high  offices  within  the 
corporation,  They  attend  their  own 
academies,  and  functions,  leading  totally 
different  lives  compared  to  common  man 
This  seclusion  from  the  real  world  gives  most 
of  them  an  elitist  attitude  and  a  somewhat 
inaccurate  view  of  the  world  They  adhere  to 
the  Code,  else  they  are  quickly  blacklisted 
and  have  them  names  and  titles  removed  so 
not  to  soil  the  reputation  of  the  clan 

There  is  an  unofficial  ranking  among  the 
dans.  The  three  most  prominent  are 
Bartholomew,  Murdoch  and  MacGuire,  ages 
ago  the  founders  of  the  Imperial  business 
empire.  Today,  they  are  enormous,  holding 
almost  half  of  the  top  positions  in  the 
Parliament's  two  chambers  Publicly,  they 
work  tog ei her  for  the  benefit  of  Imperial  and 
the  nobility,  but  their  differences  in  policies 
show  through  in  the  internal  politics  and 
feuds 


THE  GREAT 
RESENTMENT 


Ever  since  the  sad  struggle  there  has  been 
hostility  among  the  three  founding  clans  and 
their  supporters.  Though  several  generations 
have  heen  buried  since  Bartholomew  won 
the  prominent  position,  the  anger  has  been 
sustained  by  the  other  two  families, 
MacGuire  and  Murdoch  A  way  of  life  had 
begun  among  the  families— assassinations, 
kidnappings,  black-mailings  and  other 
dubious  dealings  became  a  matter  of 
course — but  everything  was  kept  behind  the 
curtains  The  average  man  just  saw  the 
blood-stains  on  the  sidewalk  the  next 
morning.  The  Kingsfield  clan,  who  is 
rumored  to  have  been  the  instigator  of  the 
feud,  was  almost  wiped  out  and  have  never 
recovered  rheir  strength 

Today,  the  GREAT  resentment  is  even 


more  clandestine  through  methods  not  quite  as  hostile. 
The  Bartholomews  have  an  open  politic  of  opposition 
within  the  corporation,  skillfully  maneuvering  their 
opponents  and  advancing  their  own  positions  step  by 
step.  The  MacGuires  are  their  strongest  opponents, 
while  the  Murdochs  try  to  stay  outside  but  doubtlessly 
support  the  MacGurres  The  two  control  most  of  the 
profitable  colonies  and  the  heavy  industry,  while  the 
Bartholomews  control  much  of  the  military  forces  and 
the  Imperial  Security  Corps,  the  ISC. 

Despite  the  great  resentment  the  clans  always  stick 
together  against  outer  threats  and  when  dealing  with 
external  matters,  such  as  the  conquest  of  new  colonies. 

BUSINESS  STRATEGY 

Imperial  does  not  have  a  specific  business  profile,  mainly 
because  it's  still  too  small  to  have  a  strong  influence. 
Instead,  it  concentrates  on  growth.  Nevertheless, 
products  that  carry  the  Imperial  mark  and  companies  that 
apply  to  be  called  « serene  purveyors*’  are  subjected  to 
very  comprehensive  and  stringent  requirements  from  at 
least  42  testing  institutes, 

A  unique  « business  strategy  *  for  Imperial  as  the 
openly  expressed  philosophy  that  armed  conquest  is  a 
legitimate  means  for  acquisition  This  is  primarily  and 
frequently  practiced  in  remote  settlements  on  Mercury. 
Venus  and  Mars.  While  other  corporations  buy  out  such 
competitors,  Imperial  might  very  well  send  in  a  special 
force  armed  to  the  teeth  to  conquer  an  established 
settlement  The  excuse  most  often  used  is  that  the 
settlement  was  «CybertroniC”Controlted»  or  that  the 


expedition  was  searching  for  a  Cybertronic  sympathizer. 

The  same  violent  strategy  is  practiced  when  it 
concerns  business  If  is  a  bold  philosophy  which  includes 
acute  planning  before  a  « mission  n,  where  the  stakes  are 
high,  but  so  is  the  profit. 

In  its  ambition  to  become  self-providing,  the  Imperial 
business  empire  has  grown  to  include  |ust  about  all 
branches  of  production  The  only  products  that  might  be 
called  ^typically  Imperial w  are  their  arms  and  armor, 
which  always,  almost  without  any  exceptions,  are  the 
heaviest  and  most  efficient  on  the  market  (and  often  the 
most  expensive} 


THE  IMPERIALS 


Considering  the  size  of  Imperial  one  might  be  led  to 
believe  that  they  are  an  easy  target  for  then  larger  and 
more  powerful  opponents  This  is  not  the  case 

Imperial  will  defend  its  values  and  colors  to  the  last 
trooper,  never  backing  down  from  a  conflict,  always 
driving  a  hard  bargain  Any  agreement  is  enforced  to  the 
letter  and  Imperial  will  fiercely  defend  any  contracts 
entered  into  They  are  quick  to  anger,  and  the  troops  of 
Imperial  will  often  best  their  enemies  through  sheer  will 
and  devotion  to  the  families  that  rule  them, 

THE  IMPERIAL  SPIRIT 

The  spirit  within  Imperial  society  is  very  strong  and 
positive.  Knowing  they  are  still  the  underdog  and  need  to 
struggle  for  survival,  it  every  man  and  officer  will  do  his 
duty*  This  spirit  is  actually  stronger  at  the  lower  levels 
of  society  than  among  the  nobility,  which  often  doesn’t 
have  the  same  motivation 

The  loyalty  towards  Imperial  js  extremely  strong 
among  the  military,  where  no  sacrifice  is  too  great.  The 
reason  is  mostly  pride  and  honor;  in  a  society  where 
everyone  is  almost  equal  (apart  from  the  unreachable 
nobility},  only  honor  and  glory  separate  the  weak  from 
the  strong.  And  no  glory  is  greater  than  doing  your 
utmost  in  the  service  of  imperial 

In  civilian  areas  of  work,  thirst  for  conquest  and  profit 
rules  and  the  move-ahead  spirit  and  ambition  are 
important  key-words.  «You  must  never  be  satisfied)) 


The  MacGuires 

The  main  adversaries  of 
the  S^rtholomew  family 
are  the  MacGuires,  They 
have  a  long  standing  feud 
with  the  rulers  of  Imperial 
and  are  the  second  most 
powerful  family 

The  MacGuire  family 
has  been  appointed  the 
Industries  in  the  asteroid- 
bett  and  are  developing 
these  into  competitive 
enterprises.  The  money 
they  make  is  used  to  build 
up  a  strong  army  which  in 
the  future  can  be  used  to 
best  the  Bartholomews. 

They  contribute  to  the 


Imperial  special  forces 
with  the  fiercest  warriors 
known,  the  dreaded 
Wolfbane  commando. 


which  is  composed  of 
renegade  clansmen  who 
have,  for  their  own 
reasons,  split  from  their 
bloodlines  and  joined  -The 
YVo!ves>>. 


■ 


or  cto  yi 
more 


THE  IVHLITARY 


Fighting  the 
Darkness 

The  JSC  agents  have  vrfst 
experience  fighting  the 
Legions  of  Darkness.  Ever 
since  the  first  indications 
of  infiltration  and  sabot¬ 
age,  the  ISC  has  had  a 
special  department  for 
anti-legion  counter-meas¬ 
ures,  Through  continuous 
surveillance-  lapping  and 
other  kinds  of  espionage, 
they  seek  out  and  track 
down  infiltrators  at  work 
Within  the  corporation. 
The  struggle  has  resulted 
in  many  casualties. 

ttWhen  is  the  delivery 
expected  to  arrive ?» 

"Ssshh,  not  so  loud, 

"A/0,  you  shut  up, 
Greenham!  Brother  Mai 
acocht  is  very  annoyed 
about  your  role  in  this 
operation.  Don't  you 
nevefrfvet,  let  him 
down  lit 

«l‘m  just  worried  the 
tSCm^stour 


A  small  business  empire,  Imperial  also  has  limited 
military  power  The  military  forces  are  strictly  divided  into 
two  separate  branches,  the  defense  forces  and  the 
special  forces.  White  the  special  forces  have  much 
better  training  and  equipment,  the  two  hold  the  same 
status,  since  neither  could  survive  without  the  other 

THE  OFFICERS 

Becoming  an  officer  in  the  armed  forces  is  one  of  the 
greatest  honors  among  the  Imperials.  The  non¬ 
commissioned  officers,  at  squad  and  platoon  level  are  all 


elite  soldiers.  experienced,  skilled  and  good  leaders  Most 
of  them  would  easily  qualify  for  the  special  forces  in  any 
corporation,  but  once  they  get  their  stripes  they  are 
forever  true  to  Imperial  The  requirements  for  becoming  a 
higher  officer,  at  company  or  battalion  level  are  very 
strict  Promotion  is  in  accordance  to  your  achievements, 
where  loyalty,  skill  and  boldness  are  valued 

Usually,  there  are  no  disciplinary  problems  within  the 
imperial  military,  since  ail  recruits  are  volunteers  and 
most  officers  are  just  and  skilled  in  leadership 


THE  DEFENSE  FORCES 

The  defense  forces  are  the  regular  army  They  are 
responsible  For  defending  all  Imperial  assets  and 
holdings,  for  transportation  and  escorts,  tor 
surveillance,  patrol  and  body-guard  missions  They 
are  competitive  with  regular  forces  of  other 
corporations,  but  they  are  limited  In  numbers 
Therefore  their  tactics  rely  on  high  mobility,  great 
fire-power,  and  heavy  armor,  so  that  they  always 
can  be  where  needed  and  are  strong  regardless  of 
which  type  of  enemy  is  encountered 

Uke  bFI  military  units,  the  Imperial  defense  Forces 
have  their  own  elite  units.  In  this  case  separated 
from  the  « regular**  special  forces. 

THE  SPECIAL  FORCES 

Imperial  Armed  forces  rely  strongly  on  their  many 
different  specially  designed  units  What  they  lack  in 
numbers,  they  make  up  for  with  extreme  training 
and  special  equipment  Their  one  drawback  is  a 
limited  field  of  use— all  soldiers  are  hand-picked  for 
a  very  specific  kind  of  combat  type  and  their  training 
for  other  situations  is  limited  For  example,  a  jungle 
assault  soldier  would  not  be  best  utilized  defending 
a  fortress  in  the  polar  regions  of  Mars 


The  Reading 
PALACE 

Imp&fral's  most  importam 
building,  the  Reading 


Palace,  by  the  Imperial 


Ptaza  in  Luna,  contains  all 
vital  offices  of  the  mega- 
corporation's  manage¬ 
ment  functions.  Apart 
from  the  Parliament  with 
the  Houses  of  Lords  and 
Commons,  -the  Serjeant's 
office  and  the  High 
Courts,  the  top  29  floors 
of  the  Reading  Palace  is 
the  home  of  the  entire 
Serene  family. 

The  palace  is  erected  in 
stone  and  the  monu¬ 
mental  architecture  makes 
it  one  of  the  more  impos¬ 
ing  buildings  in  Lurie.  ■ ~ 
targe  banners  and  flags 
surround  the  palace  and 
the  square  in  front  of  it, 
and  numerous  monu 
:  mente,  memorials  and 
statues  meet  Hie  visitor 
both  oft  the  square  and 
.  instate  the  huge  entrance- 


Imperial  is  the  most  successful 
corporation  when  it  comes  to  founding 
new  settlements  under  hostile 
conditions,  be  they  hostile  due  to  the 
environment  itself  or  because  of 
unfriendly  forces, 

A  typical  expedition  is  initiated  with  an 
An med  claiming  expedition  being  landed  or 
dropped  into  the  zone— a  mine,  a 
production  complex,  an  oil  well  a  refinery, 
or  the  like,  Next,  when  the  perimeter  has 
been  secured,  a  small  clearing  is  opened 
to  allow  units  of  engineers  to  safely  drop 
.  their  equipment  and  vehicles.  If  resistance 
1  is  found  at  the  site,  it  is  either  eliminated 
or  the  claiming  force  is  picked  up  on  a  pre¬ 
determined  spot. 

Otherwise,  a  landing  strip  and 
defense  structures  are  built,  mine-fields 
are  laid  and  electnc  fences  erected,  all 
within  24  hours,  to  make  sure  the 
settlement  is  protected 

After  about  a  week  the  settlement  is 
ready  for  civilian  personnel;  miners, 
engineers,  geologists,  construction 
workers,  administrators,  craftsmen,  and 
their  families,  only  a  smail  unit  of  regular 
soldiers  stay  for  surveillance  and  defense 
purposes. 

In  this  way  Imperial  has  founded 
thousands  of  smail  settlements  all  over 


Mercury,  Venus  and  Mars  Usually,  they  accommodate 
1.000  pioneers,  but  the  largest  have  expanded  far 
beyond  50,000  and  become  small  cities  These  bold 
settlers  struggling  for  the  growth  of  the  corporation  are 
regarded  as  the  greatest  of  heroes  and  are  held  in  much 
higher  esteem  than  any  bureaucrat  in  Una 

FUKIDO 

The  free  settlement  of  Fukido  Is,  apart  from  Luna, 
Imperial's  largest  base  of  operation.  Originally  a  Mishima 
colony.  Imperial  investors  managed  to  lease  the  whole 
thing  overnight.  Today.  It  is  the  second  largest  megacity 
on  Mercury  and  still  growing  to  compete  with  its  twin 
counterpart.  Longshore,  where  Imperial  also  has  much 
interest. 

The  most  dazzling  thing  about  Fukido  that  immedi¬ 
ately  catches  your  eye  is  the  gigantic  Hieronymus- 
cathedral.  eclipsed  only  by  the  Cardinal's  site  on  Luna 
Hence,  all  Fukido  and  very  much  of  the  rest  of  Mercury 
alike  is  very  strongly  influenced  by  the  Brotherhood  and 
its  doings  Everywhere  Inquisitors,  mystics  and  advisors 
stroll  the  streets  and  alleys,  seeking  for  any  sign  of  the 


Legion's  influence  in  the  shape  of  heretics,  or  artifacts 
Imperial's  one  problem  with  Fukido  is  that  the 
(i  leasing  contracts w  only  run  for  one-hundred-years,  so 
eventually  Mishima  will  reclaim  the  grounds  and  the 
buildings. 

THE  BATTLE  ZONES 

Hardened  by  decades  of  armed  struggles,  the  soldiers  of 
Imperial  have  learned  one  thing— discipline.  And  when  an 
order  from  above  comes,  the  Imperial  soldier  does  his 
utmost  to  carry  out  the  order 

Battle  zones  where  Imperial  is  involved  are  charact¬ 
erized  by  trenches,  defense  towers,  mine-fields,  traps 
and  ambush  sites  Where  the  other  corporations  practice 
the  tactics  of  mobile  combat,  rapid  assaults  or  vertical 
wrappings,  the  Imperial  soldief  stands  his  ground  and 
demonstrates  his  unmatched  proficiency  in  defensive 
fighting. 

The  special  forces  practice  a  drastically  different 
tactic:  charge,  assault,  attack  and  conquer  Surprise  and 
swiftness  are  the  key  words  to  an  assault  soldier,  he 
knows  that  attack  is  the  only  defense. 


IMPERIAL  DIPLOMACY 


Because  of  The  aggressive  policy  of  the  United 
Imperial  Corporation,  its  relations  towards  the 
other  corporations  could  definitely  be  better 
This  is  compensated  by  an  open-minded  and 
generous  economical  policy;  if  Imperial 
captures  a  Capitol  refinery,  (tfU  most  probably 
sell  the  refined  products  for  a  lower  price  than 
Capitol  did  when  it  ran  the  refinery  Not  popular 
whit  Capitol,  but  it  helps  save  face  with  the 
other  corporations. 


THE  CARTEL 

Imperial  is  represented  in  the  Cartel  High 
Council  by  a  prominent  member  of  the  Serene 
family,  usually  the  contender  for  the  position  of 
Serenity.  The  one  problem  is  that  the 
representative  can  only  act  with  authority  from 
the  Parliament,  in  which  he  is  noi  a  pan.  Also, 
the  Serene  family's  interests  don't  always 
correspond  with  ihe  Parliament  Bauhaus  and 
Imperial  are  the  two  fractions  whose  opinions 
are  the  most  similar  with  the  Cartel.  The  only 
area  where  they  differ  drastically  is  concerning 
Cybertronic.  Bauhaus'  main  business  partner 
and  Imperial's  main  adversary 


THE  BROTHERHOOD 

Like  Bauhaus.  Imperial  has  a  very  strong 
connection  with  the  Brotherhood  and  these 
two  corporations  supply  the  four  directorates 
with  by  far  the  most  disci  pies  Wherever  you 
look  rn  the  Imperial  bureaucracy,  you'll  find  an 
advisor  ready  to  make  comments  or 
corrections  to  corporate  decisions. 


CYBERTRONIC 

Like  the  Brotherhood,  the  nobles  of 
Imperial  openly  claim  that  Cybertronic 
are  messengers  and  disciples  of  the 
Dark  Legion,  under  influence  of  an 
invisible  pattern  of  the  Dark  symmetry 
The  conviction  varies  from  blind 
fanaticism  to  mild  dislike  In  remote 
areas  on  all  planets,  there's  an  open, 
constant  war  going  on  Cybertronic 
holdings  are  even  given  higher  priority 
than  those  of  the  Legion,  since  the 
latter  give  no  profit.  Also.  *Cyber- 
tronic»  provides  the  perfect  excuse  to 
attack  and  conquer  settlements  of 
other  corporations  as  well 


THE  DARK  LEGION 

Imperial  is  the  corporation  that  takes 
ihe  threat  from  the  Legions  of 
Darkness  most  seriously  This  is  partly 


The  ISC,  the  Imperial  Security  Command,  is  the  system  s 
most  highly  prioritized  and  busy  security  force  Their 
tasks  range  from  counter-espionage,  advising  and 
educating  against  terrorist  groups  as  welt  as  counter¬ 
terrorist  precautions,  to  the  handling  of  internal  crime 
affairs  and  ordinary  street  law  enforcement. 

ISC  GENDARMARY 

The  larger  visible  part  of  the  Imperial  Security  Command 
consists  of  the  Genda  rotary,  the  street  name  for  the 
Citizen  Service  patrols.  Like  Bauhaus,  these  are  under 


direct  command  of  the  corporate  management  and  feel 
strong  loyalty  and  companionship  towards  the  man  on 
the  street  They  are  the  management's  major  public  face 
Normally,  the  gendarme  is  armed  only  with  a  light 
semi-automatic  handgun  and  carries  no  body-protection 
They  patrol  in  pairs  and  use  vehicles  only  in 
emergencies  Even  while  respected,  most  people  regard 
the  gendarmes  more  as  ^patrolmen*  rather  then  crime- 
fighters.  This  is  the  task  for  the  rest  of  the  ISCr  the 
agents,  who  are  almost  as  common  but  always  under¬ 
cover  and  never  assigned  to  a  special  district. 


THE  ISC 


because  of  the  damage  the  Darkness  has  caused  to 
Imperial’s  infrastructure.  Again  and  again  the  Legions 
have  washed  over  settlements  and  industrial  sites 
belonging  to  Imperial.  This  has  resulted  in  Imperial 


backing  the  Brotherhood  to  a  greater  extent  and  the 
founding  of  several  military  units  devoted  to  the 
destruction  of  the  Legions  of  Darkness,  such  as  the 
Blood  Berets  and  the  Highlander  Dan  Warriors 


p  '  m 


■ 


members  of  the  command.  With 
regular  intervals,  they  manage  to 
reveal  Cybertronic  agents  at  top 
positions  within  the  Imperial 
bureaucracy,  on  some  occasions  even 
inside  the  Parliament  This  has  really 
shaken  the  Impenal  management,  and 
the  ISC  nowadays  have  almost 
unrestricted  authority  and  resources. 

ISC  agents  always  act  undercover 
and  are  exclusively  hand-picked  elite 
soldiers  given  new  identities  to  be  able 
to  avoid  suspicion. 


THE  AGENTS 

■fowever,  fSCs  primary  task  is  to  track  down  and 
jiimmate  infiltrators  and  sympathizers  of  the  Dark  Legion 
ind  Cybenronic,  which  are  synonymous  to  most 


CLANSMAN 

Claymore 

These  fearsome  two- 
handed  swords  have  an 
almost  «rel>gious» 

■  significance  among  the 
|  clansmen,  who  often  carry 
the#i  in  battle  instead  of 
fire-arms,  without  any 
obvious  logical  reasons, 
but  they  are  said  to 
protect  against  the 
influence  from  the  park.  r.\v.>x:; 
Sym metry  M anUfactu  red 
by  Consolidated  Arms. 
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A  Case  for  the  Wolves 

Malcolm  MacGuire  was  literally  thrown  behind  the  car  by  his  huge  body-guard  as  bullets  whistled 
past  his  ears.  He  could  hear  the  short,  distinct  bursts  of  automatic  fire,  the  ricochets,  broken  glass, 
the  screams  from  bypassers  hit  by  stray  bullets.,. 

Lying  face  -down  m  the  filthy  street,  the  MacGuire  clan's  chief  negotiator  felt  afraid  and  naked.  It 
was  as  if  all  the  years  of  soft  living  had  caught  up  with  him  in  a  single  evening. 

‘Stay  down,  Malcf  HI  take  care  of  this!*  Clifford  snapped.  From  under  his  coat  he  produced  a 
single  grenade.  Yanking  the  pin  out,  he  let  It  fly  toward  the  gunfire.  The  assailant  with  the 
automatic  disappeared  in  a  cloud  of  smoke  and  flames.  It  was  over  before  it  could  even  begin. 
Clifford  dusted  himself  off  and  surveyed  the  damage. 

<«We've  lost  Gillian,  and  Turner  is  badly  wounded. » 

Malcolm  MacGuire  rose  on  weak  legs.  He  was  aware  that  tonight's  objective  was  kill  him.  He 
realized  his  job  put  him  in  danger,  but  he  hadn't  thought  that  the  attempt  could  be  so  obvious,  so 
vulgar  and  unsophisticated.  An  open  assassination  on  the  street  hadn't  occurred  in  a  long  time 
within  Imperial  Political  maneuvers  and  alt  sorts  of  conspiracy  could  be  expected,  but  this..,  to 
actually  kill  himf  Slowly,  hts  disbelief  turned  to  cold  rage. 

“It  is  time  to  call  the  Wolves.  This  is  something  James  Bartholomew  will  deeply  regret. 


The  Last  Charge 

«How  many  of  the  clansmen  can  do  battle?* 

Lady  Moira  Murdoch  looked  out  across  the  valley,  letting  her  eyes  fall  on  the  ranks  upon  ranks 
of  dark  figures  that  blocked  their  way  to  freedom.  She  was  talk  even  taller  than  her  father,  the 
legendary  Fergan  Murdoch,  the  hero  of  the  battle  of  the  Epptng  Fords.  Moira's  hands  rested  on  her 
battle-sword,  the  sword  that  had  been  her  father's,  and  her  grandfather's  before  that,  through 
many  battles  and  skirmishes.  Her  long  hair  fluttered  in  the  wind  and  the  rain  stung  her  eyes. 

«Hard  to  tel!,  ma  m  Eric  and  Thomas  have  both  taken  heavy  wounds  I  don't  think  they  will  live 
to  sunset.  And  the  others  are  tired  from  the  march  and  the  fighting.  We  lost  many  men  last  nights 
The  man  who  spoke  was  Moira's  second  brother  They  were  standing  on  top  of  the  hill,  the  cold 
wind  whipping  at  their  garbs.  The  clansmen  wrapped  themselves  tighter  in  the  bearskins  and 
shifted  their  feel  on  the  ground,  unsure  what  to  do.  Moira  turned  around  lo  face  her  brother, 

«l  asked  if  they  can  fight! » 

Her  brother  turned  towards  a  group  of  ten  clansmen.  Two  clan  warriors  were  seated  on  the  ground. 
Their  faces  were  pale  and  their  hair  and  beards  caked  with  blood.  A  glance  and  a  nod  said  it  all 
«Aye,  ma'm,  They  will  Tight, » 

Moira  looked  out  over  the  rolling  hills  before  she  turned  towards  her  clan  brothers. 

«This  is  our  time  in  history.  We  will  roll  over  the  enemy  like  a  wave  of  anger  and  sweep  them 
off  their  feet,  drive  them  back  to  the  unholy  dimensions  from  whence  They  came.  Our  fathers  and 
brothers  will  he  proud  of  us  and  we  will  forever  be  remembered  when  they  speak  of  the  ancient 
heroes  in  the  Hat  I  of  Meeting. » 

She  turned  and  pointed  her  heavy  sword  at  the  dark  legions  assembled  beneath  the  clansmen. 
a  Stand  proud,  look  them  in  the  eye  and  drive  your  swords  through  their  perverted  bodies  Think 
of  our  forefathers  and  your  aim  will  be  true.  Give  no  pardon,  clear  your  minds  and  follow  mef>» 
Moira  lifted  her  sword  towards  the  sky.  She  fell  elation  fill  her  and  she  could  almost  hear  the 
ancient  warsongs  as  they  had  been  sung  at  the  Eppmg  Fords,  The  battered  and  wounded  clan 
warriors  rose  from  the  ground  and  gathered  around  her.  As  one  they  lifted  their  weapons  and  let 
their  warcry  echo  over  the  valley. 

The  Jet  chutes 

nQK guys ,  fifteen  seconds  to  drop-zone ...  fen...  eight.,  six...  five*..# the  pilot's  count  was  slow  but 
steady  as  the  huge  Doomlord  helicopter  slowed  down  to  dropping  speed,  just  below  10  meters  a 
second.  Through  the  slide-doors  I  could  only  see  a  rectangle  of  glowing  flares  placed  by  the  recon 
squad. They  had  pnly  been  given  five  minutesto  make  a  clearing  one.  and...  GOhi 

Kicking  hard  with  the  left  foot,  t  flung  myself  out  into  the  pitch  black  night,  crouching  with  the 
knees  and  the  head  to  the  chest  to  make  a  smaller  target.  I  had  always  liked  the  good  old  standard 
silk  chutes  better,  but  girding  time  proved  too  long  and  mid-air  casualties  too  heavy.  Finally,  they 
had  developed  this  monster,  the  jet  chute,  lovingly  called  the  «pile-driver»,  Just  as  gentle  to  your 
nb-cage  and  just  as  easy  to  carry  about.  But,  with  the  pile-drivers,  they  could  drop  us  to  90  feet, 
even  though  the  manufacturer  only  gave  guarantees  for  150, 

The  «8itchm'  Betty” -signal  notified  me  to  turn  on  the  jet  if  I  wanted  to  avoid  being  smashed  to 
the  ground.  I  didn't  even  have  time  to  turn  the  damn  thing  off  before  the  automatic  ignition 
mechanism  released,  almost  splitting  my  eardrum  and  most  certainly  breaking  every  single  bone 
in  my  body.  It  stabilized  vertically  at  30  feet,  the  reflecting  flames  almost  burning  my  eyebrows  off 
before  I  remembered  to  put  the  goggles  on,  As  i  slowly  sank  to  the  ground,  despite  the  blood  in 
my  mouth,  the  pain  in  the  chest,  the  burns  on  my  shms  and  the  ringing  in  my  ears,  I  couldn't  avoid 
loving  the  little  marvel.  The  bloody  thing  actually  worked.  Again. 


30LDEN  LIONS 

een  here  is  lieutenant  colonel  Edward  S  Murd-och,  squad  com- 
ander  of  the  Imperial  Golden  Lions 

The  armor  is  a  quite  conventional  Imperial  heavy  assault  combat 
mor  Mk.  Ill  (treat  as  heavy  combat  composite,  AF  8),  here  seen 
ith  the  red  and  gray-striped  painting  unique  for  the  Lions,  However. 
_jte  that  shoulder-pads  are  of  the  lighter  Mk  I  design  (compare  with 
he  more  rounded,  double  pads  of  the  Mk,  III  suit  of  sgt.  McBride) 
he  TR-145  head-set  is  standard  Imperial  design,  used  by  both  the 
C  and  most  special  forces,  as  are  the  IR-goggles  and  the  «virtjtd» 
mbat  coordination  unit  seen  on  the  left  shoulder 
On  the  right  shoulder  is  the  standard  Imperial  Armed  Forces 
dge,  carried  by  all  Imperial  men-at-arms,  and  below  it  the  rank 
ere  lieutenant  colonel’s  stripes  in  red  and  yellow).  As  with  all  regi- 
entai  officers,  the  rank  is  also  indicated  on  the  wrist.  The  left  shoul- 
er  carries  the  insignia  of  the  Special  forces,  which  is  often  replaced 
the  unit’s  unique  badge,  but  here,  instead  the  flash  of  the  « Steel 
ecks»  (3rd  Regiment,  1 2th  Battery)  is  worn  on  the  knee. 

Murdoch  is  armed  with  an  Intruder  assault  rifle  Mk.  43,  an  early 
rsion  of  the  Mk  IVP  Plasma  Intruder  SMG. 


THE  WOLFBANES 

The  fiercest  warriors  known,  the  dreaded  Wolfbane  commandos 
of  the  MacGuire  dan  is  composed  of  renegade  clansmen  who 
have,  for  their  own  reasons,  split  from  their  bloodlines  and  joined 
« the  Wolves ». 

The  most  characteristic  features  of  these  blue-blooded  war¬ 
riors  are  the  long  hair,  worn  in  a  pony-tail,  the  fur  coat  and  the  har¬ 
dened  leather  overall  and  tunic.  Furthermore,  the  war-paint  is  rare¬ 
ly  used  except  by  the  Wolves  and  the  Highland  Clan  warriors  of 
the  Murdoch  clan.  This  picture  shows  the  war-painting  of  Com¬ 
mander  Chieftain  Sean  Gallagher. 

On  Sean's  left  shoulder  is  the  insignia  of  the  Imperial  armed 
forces,  the  Union  Jack  cross  and  the  skull,  but  as  a  sign  of  defi¬ 
ance,  the  yeliow-blue-white-red  half  circle  has  been  removed. 
Instead,  it  is  found  on  his  right  shoulder,  along  with  the  SKULL  of 
the  Wolfbanes  and  the  SWORD  representing  the  close-combat 
units  of  the  commando.  The  support  fire  units  have  a  flash  insig¬ 
nia  instead. 

The  Wolves  always  use  either  traditional,  inherited.  Clans¬ 
men  swords  or  heavy  weapons  like  the  Charger  HMG. 
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But  robots  are  not  the  limit  of  Cybertromc's  achievements— 
maybe  even  more  remarkable  are  the  «chasseurs».  Half  men,  half 
machines,  they  do  not  have  the  strength  of  the  cuirassiers,  but  cer¬ 
tainly  possess  much  more  of  the  creative  imagination  that  cold  steel 
and  logical  microchips  will  always  lack.  It  is  disputed  which  descrip¬ 
tion  fits  best— a  machine  with  human  emotions  or  a  human  with  a 
machine's  emotions — but  they  certainly  carry  out  their  tasks  with 
cold  efficiency  without  letting  anything  stop  them  Their  «humamty» 
primarily  shows  in  their  ability  to  cooperate  with  humans  and  under¬ 
stand  them. 

As  with  the  cuirassiers,  the  chasseurs  carry  exceptionally  heavy 
weapons  and  their  armor  plates  will  stop  even  clean  hits  with  very 
heavy  weapons  (AF  I0+). 
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CUIRASSIERS  AND 


CHASSEURS 

Technological  marvels  not  found  anywhere  else  than  in 
the  ranks  of  Cybertromc,  the  chasseurs  provide  with  the 
utmost  troopers  when  it  comes  to  firepower  and  armor. 

The  explanation  is  simple,  but  the  methods  obscure — the 
Cybers  have  found  methods  to  integrate  mechanical 
machinery  with  the  human  body,  creating  a  symbios  bet¬ 
ween  man  and  machine. 

The  Attila  units  are  state  of  the  art  in  this  branch  of 
technology,  the  «cuirassier»  combat  robots.  Impossibly  strong, 
loyal  to  the  end  and  pre-programmed  for  more  mission-scenarios 
than  any  human  can  grasp,  they  can  be  deployed  virtually  anywhe¬ 
re,  on  short  notice  and  with  a  minimum  of  briefing  and  preparation. 
With  their  weight  of  nearly  one  thousand  pounds,  they  can  carry 
the  heaviest  firearms  available,  alternatively  swing  mfeiee  weapons 
twice  the  size  of  a  normal  man  Clean  hits  with  explosive  ammuni¬ 
tion  are  a  must  to  stop  these  ultimate  foes,  that  perform  their  tasks 
with  a  surgeon's  accuracy  regardless  of  defense. 
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CYBERTRONIC 

Just  as  the  Cardinal  Roland  was  about  to  speak,  a  messenger  of  the  Cartel  High  Council  entered  the  hall  and 
called  for  silence.  He  bore  with  him  grievous  news  for  the  people  gathered  at  the  devotion,  and  while  he  spoke 
the  hill  was  emptied,  leaving  only  Cardinal  Roland  and  his  kin  of  the  Brotherhood.  And  the  Cardinal  had  a 
premonition  of  dark  times  for  the  corporations  and  mankind,  because  a  new  power  had  entered  the  scene.  Add 
the  Cardinal's  followers  cried  out  in  grief  and  fear,  because  the  already  meager  resources  of  mankind  werenoyv 
further  divided.  And  it  was  this  that  was  to  become  known  as  the  Founding  of  Cybertronic, 

And  just  as  the  Cardinal  Roland  had  foreseen,  the  rise  of  the  new  business  empire  seemed  to  have  no 
ceiling.  Day  by  day  new  losses  were  discovered  among  the  directors  of  Mishima  and  Capitol;  smithies,  pits, 
docks,  banks,  universities  and  garrisons  were  secretly  purchased  by  the  Cybertronic  crew,  who  were  all  former 


employees  of  the  other  megacorporations. 

But  however  hard  we  tried,  o  Brothers,  none  of  us  could  find  the  slightest  trace  of  influence  from  the  Dark 


CYBERTRONIC 

HQ 


continuous  su 
ooth  from  the 
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Legion.  Not  even  the  Changellors  grasping  far  into  their  minds  found  anything  but  cleanliness  and  health. 
And  so  it  was  that  the  fifth,  and  so  far  fast,  of  the  megacorporations  saw  the  light  of  day. 

—  The  Eighth  Chronicle.  The  Megacorporamns  and  the  Cartel  \  Lucre  Vi  Marcell  tan  us 


is  the  common 
name  of  the  huge  circular 
skyscraper  containing 
Cybertronic's  manage¬ 
ment.  It  stands  isolated 
from  all  other  buildings, 
surrounded  on  ail  sides 
by  a  wide  canal  making 
it  very  difficult  to  enter 
tiie  building  any  other 
way  than  through  the 
very  well  guarded  main 
entrance,  accessible 
only  by  a  long  bridge. 

The  HQ  is  circular  but 
open  on  the  from,  creat¬ 
ing  a  profile  if  seen 
from  above.  It  is  mainly 
built  of  steel  and  dark 
glass  and  gives  a  more 
futuristic  impression 
than  the  other 
corporations'  main 
buildings. 

The  building  is  restr- 
feted  area  for  all  bu| 
Cybsrtron  ic  offteVJs, 
and  it  is  under 
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The  Founding  of  Cybertronic  was  a  sudden,  massive 
take-over  of  corporate  assets  by  a  small,  insignificant 
holding  company.  Cybertronic  Investment.  Inc,  In  the 
course  of  only  hours,  hundreds  of  bilFions  of  crowns 
changed  hands  and  suddenly  a  new  megacorporation 
had  taken  shape,  the  fifth  in  size,  sniffing  at  Imperial's 
heels  in  terms  of  total  value  of  assets.  Investigations 


THE  INFILTRATORS 

It  is  assumed  that  high  officials  in  the  competing 
corporations  are  persuaded  to  become  agents  tor 
Cybertronic,  in  the  same  manner  as  Heretics  of  the  Dark 
Legion  There  has  never  been  any  proof  of  these 
activities  and  of  course,  Cybertronic  has  never  admitted 
nor  denied  this.  IThe  competing  corporations  spend  huge 
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showed  that  false  notes  had  been  presented  for  me  sums  on  the  forces  that  track  down  the  infiltrators.) 


Cybercurity 


majority  of  the  purchases;  it  would  have  been  almost  Ninety  percent  of  the  persons  that  are  accused  of  the 


personal 


impossible  to  recognize  and  stop  the  deals  even  if  crime  of  bang  a  Cybertronic  infiltrator  confess,  but  90% 
someone  had  known  what  was  going  on,  of  the  time,  it  takes  torture  to  make  them  confess. ... 


THE  TRAITORS 

But  this  was  only  the  beginning  of  the  Cybertronic  saga 
When  the  new  corporation  had  formed  its  hoards  of 
directors,  management  groups,  and  marketing  agencies, 
a  rush  of  knowledge  to  the  new  organization  began. 
From  everywhere,  from  all  corporations,  expert 
scientists,  professors,  high-ranking  officers,  directors, 
diplomats  and  administrators  broke  with  their  traditions, 
quit  their  jobs  and  pined  Cybertronic  along  with  their 
families,  In  only  two  years,  the  populace  of  Cybertronic 
had  increased  to  match  its  competitors  Suspicion 
increased  among  the  megacorporations  and  the 
Brotherhood,  but,  however  hard  they  tried,  no  one  could 
find  an  answer  to  the  « Cybertronic  phenomenons 


BUSINESS  FACTS 

Cybertronic  manufactures  most  of  its  own  equipment 
The  products  are  extremely  advanced  and  incorporate 
the  newest  breakthroughs  in  miniaturization  technology 
and  bioelectromcs  The  designs  use  ceramics  and  plastic 
and  special  super  alloys  as  base  materials,  giving  them 
superior  performance  compared  to  other  products  within 
the  same  field 

The  relatively  small  size  of  the  megacorporation 
makes  these  designs  rare  on  the  open  market  Because 
of  the  technology  and  materials  used.  Cybertronic 
products  have  been  impossible  to  duplicate  This  also 
means  that  Cybertronic  equipment  is  very  expensive  for 
everyone  not  involved  directly  in  the  megacorporation. 


THE  CHASSEURS 

The  most  striking  thing  about 
Cybertronic  and  what  has  made  it 
famous  to  the  man  on  the  street  is 
the  chasseurs — a  fusion  of  robots 
and  normal  men  So  far  none  of  the 
other  corporations  possesses  the 
technology  required  to  copy  this 
now  legendary  fighter. 

Shortly  after  the  Founding,  the 
first  chasseurs  appeared  on  the 
battle-fields  as  mechanically 
enhanced  humans  Their  functions 
weren't  unique,  but  their  combat 
enhancement  equipment  was 
integrated  with  their  bodies  and 
linked  to  the  neural  system  in  such  a 
way  that  they  actually  became 
normal  parts  of  their  bodies 

Normal  Mchass-gean*  are  laser 
range  finders,  IR-goggles,  motion 
scanners  and  other  pieces  of 
equipment  unique  for  the 
Cybertronic  technology  level. 


A  small  portion  of  Cyber 
cumy’s  military  forces,^ re 
constantly  used  as  law 
enforcers,  as  pan  of  their 
training  and  active  duty 
Their  policemen  are 
military  and  are  equipped 
accordingly,  but  with 
slightly  less  armament 
and  body  protection,  They 
have  their  regulations  to 
stick  to i  and  its  never  a 
good  idea  to  argue  with  a 
Cybercurity  MR 

Combined  with  the 
general  «robotic» 
behavior  of  many 
Cyber’s— especially  true 
within  Cybercurity— this 
makes  them  extremely 
dfsfTkeci  and  feared  among 
visitors. Their  hits  and 
raids  are  always  carried 
out  m  a  military  manner, 
with  military  equipment 
and  precision, .-and  j 
casualties  are,  like  in  war, 1 
«surff  that  happens*. 

A  norma!  Cybercurity  t 
pat  rolling  officer  or  .  $8 

security  gqifd  is  armed 
with  ■  *000  SMG, 

but  tetp  roof  vest  aod;f; 
greaves  under  a  1  1  : 


THE  THEORIES 


Ever  since  the  Founding,  the  scientists  and  managers  of  the  other 
megacorporations  have  struggled  to  understand  the  underiving  power 
behind  the  Cybertronic  business  group  There  are  multiple  theories,  some 
official,  some  unofficial,  some  very  provable  and  trustworthy,  others  pure 
fabrications  But  no  matter  which  one  you  accept  the  fact  remains— the 
Cybertronic  scientists  possess  knowledge  that  their  colleagues  don't,  and 
this  has  a  strong  influence  on  all  the  employees. 

Industrial  spies  and  infiltrators  have  been  of  no  use,  sometimes  they 
returned  with  little  or  nothing  of  value  to  report,  but  most  of  the  time  they 
just  didn't  return.  Not  even  the  Mishima  agents,  specialists  at  the  task, 
have  managed  to  uncover  anything 

All  these  things  that  make  Cybertronic  so  umque—their  sudden 
appearance  in  the  world  of  high  finance,  their  ability  to  recruit  the 
intellectual  elite  of  the  other  corporations,  their  astonishing  technological 
breakthroughs— puzzle  the  rest  of  the  megacorporations  There  are  only  a 
lot  of  theories  to  explain  what  is  called  the  ^Cybertronic  phenomenons 


THE  CARDINAL’S  WORD 


n Brother  Luciano,  the  scroll  you  required  on  Cybertronic 
is  on  your  desk  Eyes  only . » 

uGood  work ,  brother  Bur  nothing  of  this  may  be 
known  to  the  Directorate.  It  's  strictly  unofficial*  & 


Cybertronic’ s  donations  to  the  Brotherhood  are  purely 
symbolical  and  not  at  all  in  relation  to  its  true  wealth. 
Cathedrals  erected  in  Cybertronic's  districts  stand  empty 
and  desolate  Bans  and  threats  of  excommunication  from 
the  Curia  are  ignored,  preachers  and  even  Inquisitors  talk 
to  deaf  ears  when  painting  the  scenes  of  the  death  and 
destruction  at  the  hands  of  the  Dark  Legions. 

Change Ilors  and  Seers  talk  of  mysterious,  inexplicable 
visions  when  using  the  Art  to  explore  the  minds  of  the 
Cybertronics— they  are  so  undefiled  it  is  too  good  to  be 
true  No  one  has  ever  found  even  a  trace  of  the  Dark 
symmetry  or  other  evils  in  Cybertronic  employees  Why 
would  they  support  the  Brotherhood  when  no  tear  of  the 
Dark  symmetry  haunts  them? 

The  Brotherhood  is  a  STRONG  ally  of  the  other  corpor¬ 
ations,  and  this  is  the  reason  Cybertronic  maintains  any 
contact  at  all  The  Cardinal  does  have  limited  influence  on 
the  Cybertronic  management. 

The  Brotherhood's  official  explanation  to  the  Cyber- 
tronie  phenomenon  is  that  nothing  special  has  actually 
occurred  At  the  time  of  the  Founding,  the  other  mega- 
corporations  made  lots  of  serious  mistakes— which  they 


The  Cyber* 
Tronic  Piastre 

The  Vost  unusual  corp¬ 
orate  currency  is  the 
Cybertronic  piastre,  which 
is  only  a  paper-product.  It 
cohnes  in  three  denom¬ 
inations,  the  rectangular 
platinum  piastre,  the 
Square  gold  piastre  and 
the  round  silver  piastre, 
worth  100,  20  and  5 
piastres,  respectively. 
They  are  used  as  credit 
vouchers,  checks,  but  are 
only  exchangeable  in 
Cybertronic  banks.  1 
Piastre  equals  1  Cardinal's 
Crown, 


won't  admit— that  opened  door  for  a  fifth  competitor 
Attracted  by  the  possibility  to  work  with  the  very  best 
experts,  managers  and  scientists  from  all  over  the  solar* 
system  joined  the  ranks  of  Cybertronic. 

There's  no  proof  whatsoever  of  any  difference  among 
the  Cybertronics,  neither  physically  or  mentally  than 
anyone  else,  which  rules  out  Dark  symmetry  influence 
This  is  the  official  version 


THE  UNOFFICIAL  DOCTRINE 

The  unofficial  thought  eagerly  supported  by  a  majority  of 
the  Brotherhood  and  imperial  is.  that  this  is  the  first  sign 
of  a  new  pattern  in  the  Dark  symmetry,  so  far  invisible  to 
mankind,  but  slowly  expanding  and  growing  like  a  cancer 
into  human  society  Once  Cybertronic's  objective  to 
dominate  the  entire  solar  system  has  been  reached,  the 
pattern  will  transform  and  show  its  real,  horrible  face 
Needless  to  say,  diplomatic  relations  between  Cyber* 
rromc  and  the  Brotherhood  are  strained 

The  Brotherhood  and  Cybertronic  have  only  had  a  few 
clashes  of  arms,  most  of  the  time  resulting  in  draws  or 
victories  for  the  Brotherhood,  The  fanaticism  of  the 
second  Directorate  has  held  the  Cybertronics  at  bay; 
even  though  superior  in  equipment  and  training,  their 
numbers  have  been  too  small,  Whenever  Cybertronic 
has  acted  against  the  Brotherhood*  tenfold  warriors  have 
rushed  in  to  stop  the  intrusion  of  Cybertronic, 


CHEMIMAN 
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« Major  wilt  we  get  any  indirect  fire  support  during  the 
assault ?» 

« Negative*  but  do  you  remember  brigadier  Viancino? 
Nowadays,  be‘s  in  Cybercurity  service  and  just  happens 
to  deployed  with  fifteen  chasseur  squads  1300  meters 
north  of  objective  Charlie .  Cali  him  on  frequency  Blu& 
Five  And  send  my  best  regards. » 

n  Will  do.  Sir h 

Within  Bauhaus,  the  interdisciplinary  theory  created  by 
the  group  of  scientists  led  by  General  Jean-Louis 
Offenhauer  has  come  to  be  the  prevailing  one  In  short, 
it  believes  that  Cybertromc  has  developed  biochemical 
methods  for  altering  the  body's  physical  functions,  and 
even  the  functions  of  the  mind,  the  nervous  system  and 
the  brain  functions  are  manipulated  by  a  secret 
substance,  bacterium  or  genetic  pattern 

By  infecting  a  person  with  the  substance,  his  brain 
begins  to  work  in  line  with  the  Cybertromc  mentality, 
with  little  or  no  emotional  influence  in  decision-making. 
The  theory's  main  support  is  based  on  the  fact  that  the 
Cybertromc  crew  is  infamous  for  being  predictable, 
almost  machine-tike  in  doing  what  seems  most  logical  at 
the  time,  taking  absolutely  all  possible  factors  into 
account 

General  Offenhauer,  96,  is  currently  chairman  of 
Cyberchemicals,  Inc. 


BAUHAUS’  INFLUENCE 

Bauhaus  is  the  corporation  that  has  suffered  most  from 
Cybertronic's  recruitment,  A  large  amount  of  officers 
have  deserted  the  corporation,  and  become  devoted 
Cybertronic  employees,  showing  even  more  loyalty  to 
their  new  masters  than  they  formerly  had  to  Bauhaus. 
One  would  think  that  Bauhaus  would  react  negatively, 
but  instead  they  only  show  respect  and  admiration  for 
those  who  have  managed  to  lure  their  elite  away  from 
their  origins.  Within  the  minds  of  many  Bauhaus  officials 
rests  the  dream  of  being  recruited  to  Cybertronic,  the 
elite,  the  ultimate  proof  of  success. 

Most  of  the  ^traitors*  from  Bauhaus  are  men  who 
have  received  high  positions  within  the  military  structure, 
Cybercurity,  where  they  currency  make  up  a  large  part  of 
the  body  of  generals,  marshals  and  strategists.  This  is 
apparent  in  Cybertronic's  military  tactics  It  is  very  similar 
to  Bauhaus',  but  modified  to  work  in  the  small  special 
units  of  imperial  style. 

Other  fields  of  influence  from  Bauhaus  is  engineering 
craft  and  heavy  industry  Toi>engrneers  have  been 
recruited  to  design  the  most  advanced  equipment 
available,  not  always  the  best,  but  the  most  optimized 
and  cosi-efficient  goods  Bauhaus  has  adopted  much  of 
the  available  Cybertronic  technology,  gaining  at  least 
something  from  their  lost  intellectual  elite. 


THE  CARTEL 


THE  OFFENHAUER  THEORY 


CSA404 

The  400-series  of 
Cybertromc-produced  f 
close  combat  side-arpi  is 
one  of  the  more  popular 
among  military  forces, 
everrthough  they  have 
never  really  had  any 
Impact  on  the  streets.  The 
404  model  is  supplied 
with  a  heating  device 
inside  the  hand-guard, 
heeling  the  blade  to 
BOO  C,  adding  to  the 
damage. 


'<Hey,  Hedges ,  did  you  find  anything  in  the  <Robustum> 
gj  files  h 

«Weil  n's  difficult  to  make  something  out  of  if 
They're  36%  controlled  by  Consolidator  Trusts,  22%  by 
Regatis  Holding  and  21%  by  each  Jensen  &  Jessep  and 
Mercuroil.  There's  a  stain  on  your  fte.  » 

Thanks .  You  know ,  Rexington  Bank  are  the  mam 
stockholders  of  all  four  companies  » 

^Surprise,  And  let  me  take  a  wild  guess:  Robustum 
controls  Rexington. » 

«Bulls*eye.  I  thmk  it's  coffees 


The  Carrel  hasn’t  been  able  to  do  very  much  about 
Cybertronic.  nor  have  they  tried.  As  long  as  they  pay  their 
share  of  the  Cartel's  expenses,  it  can't  dictate  any 
restrictions  although  Imperial,  the  Brotherhood  and 
Mishima  have  ail  filed  complaints. 

However,  a  large  section  of  External  personnel  is 
busy  tracking  down  and  untangling  the  impenetrable  web 
that  is  supposed  to  be  Cybertronic's  corporation  struct¬ 


ure.  In  some  cases,  up  to  five-hundred  links  of  ownership 
have  been  investigated  before  finally  being  able  to  trace 
the  ownership  to  Cybenromc.  And  since  the  holding 
companies  might  change  owners  and  names  by  the 
week,  one  can  understand  the  difficulty  of  mapping  the 
Cybertronic  corporate  empire. 


*<  Corporal  it's  true  the  Cybers  are  sending  us  a 

*Vep,  but  he's  rumored  to  be  one  of  the  best.  Just 
stick  close  to  him  and  hell  save  your  butt  It's  sort  of  in 
r heir  programming.  » 


The  soldiers  of  Cybertronic  have  had  an  ambivalent 
position  in  the  Doomtrooper  squads;  always  superb 
warriors,  unmatched  in  strength  and  skill,  but  for  obvious 
reasons  the  have  had  difficulties  blending  in  with  the 
others  On  the  other  hand,  all  Doomtrooper s  are 
experienced  enough  to  realize  there  can  t  be  any 
conflicts  within  a  squad  Everybody's  life  depends  on  it. 


W  l  STR  Dam  I  IHIDnm  (2H}Cost 
3,8113  6  ld6*t  —  12J30O 


Ticker 

Monosodiumortoben 
safiuViamonomfrile-3,  or 
'iTickepp,  as  it  is 
commonly  called,  is  one 
of  modem  science's 
greatest  achievements.  It 
was  invented  and  first 
produced  by  second 
‘ftou tenant  Miriam  Duval 
of  BauChermcals. 

Ticker  is  a  hyper-cond¬ 
uctive  biochemical 
substance  which  injected 
into  the  cerebral  cortex 
optimizes  the  transmis¬ 
sion  of  nervous  impulses, 
thereby  improving  the 
brain's  capacity  and 
boosting  its  activity.  With 
slight  alterations,  Ticker 
03 n  also  d ireot-transmit'  " 
these  impulses  from  the 
nervous  system  to 
conventional  electronics, 
which  in  theory  opens  up 
unlimited  possibilities  for 
mechanical  enhancement 
of  the  human  body: 

Ticker  is  still  on  a. 
Stadium  of  testing  amt  still 


BUSINESS  RELATIONS 

The  Founding  of  Cybertronic  was  a  hard  strike  for 
Bauhaus  and  in  early  days  they  did  everything  in  their 
power  to  reclaim  their  lost  possessions  Cybertronic's 
hold  was  too  firm,  and  even  when  Bauhaus  managed 
to  reclaim  some  mines  and  refineries,  they  found 
everything  changed  and  the  repossession  in  vain  The 
former  workers  no  longer  believed  in  the  Bauhaus 
way,  and  they  revolted  against  their  former 
employers. 

Today,  Bauhaus'  subcontractors  are  Cybertronic's 
largest  market,  and  Bauhaus  is  Cybertronic's  largest 
supplier  of  crude  material,  provisions  and  services. 
The  co-operation  and  mutual  understanding  is  based 
on  a  number  of  things 

First,  both  have  a  similar  mentality  concerning 
management,  design,  quality  and  lifestyles— only  the 
best  is  good  enough. 

Second,  Bauhaus  needs  co-operation  to  be  able  to 
compete  with  Capitol  and  Mishima,  because  only 
Cybertronic  can  provide  the  technology  necessary  to 
manufacture  the  best  of  the  best  in  quality  measures. 

Third,  by  investing  in  Cybertronic  while  they  are 
still  small,  the  Bauhaus  stock  brokers  hope  to  make  a 
really  good  deal  in  the  end  Almost  a  third  of 
Cybertronic's  sub-divisions  and  retailers  are  to  at  least 
49%  Bauhaus-controHed 

Fourth,  the  Bauhaus  scientists  want  to  make  sure 
they  are  the  first  to  crack  the  secret  behind  the 
*  Cybertronic  phenomenons  So  far,  they  are  not  even 
close. 


CONFLICTS 

On  both  Mars  and  Mercury,  Bauhaus  troops  have 
been  seen  fighting  side-by-side  with  Cybercurity 
forces,  and  only  on  a  handful  of  occasions  have  they 
fought  each  other,  primarily  on  Venus.  Every  single 
time,  the  Bauhaus  generals  have  easily  beaten  their 
former  brothers-in-arms  by  anticipating  their  moves. 
And  therefore,  Cybertronic  has  learned  their  lesson 
and  nowadays  avoids  conflicts  with  Bauhaus  The 
general  odds  against  attacking  an  equal  Bauhaus 
force  has  proven  to  be  as  much  as  l  5,2  And 
reversed,  in  the  eyes  of  a  Bauhaus  officer,  it  is  almost 
unthinkable  to  even  discuss  an  unprovoked  attack  on 
a  former  colleague  and  orderly  brother 

So.  the  contacts  and  cooperation  between 
Bauhaus  and  Cybertronic  are  rather  extensive 


THE  SULLIVAN  SYNDROME 


Blueberries 

During  Bau bans'  research, 
these  blue  pilis  have  Men 
used  to  suppress  the, 
physical  side-effects  of 
Ticker.  The  goal  of  the 
research-program  is.  of 
course,  to  develop  Ticker 
into  something  which 
gives  similar  effects  to 
what  Cybertronic 
seemingly  have  achieved. 

The  effect  of  blue' 
berries  is  that  they  numb 
parts  of  the  somatic 
nervous  system,  which 
controls  ail  muscles, 
thereby  preventing  it  from 
running  riot  (this  has 
repeatedly  resulted  in 
cardiac  infractions  and 
ceFebiral  hemorrhages!. 
However,  it  has  no  effect 
on  the  suppression  of  the 
emotional  center  that 
Ticker  causes. 


Former  Capitol  Psychologist  Dr.  Simon  Sullivan  expert 
on  psychological  combat  reactions  theorized  that  the 
“Cybertronic  Phenomenon i>  is  the  effect  of  a  mental 
abnormality  among  the  traitors  Faced  with  the  perpetual 
threat  from  the  Dark  Legion,  the  terror-propaganda  from 
the  Brotherhood,  and  the  high  demands  from  society, 
these  persons  have  been  struck  by  a  mental  disease 
which  reminds  us  of  schizophrenia,  causing  them  to  give 
up  their  past  and  start  a  new  career  in  a  new 
environment.  The  syndrome,  he  continues,  also  changes 
the  brain's  chemical  makeup,  which  improves  the 
capability  of  logical  thinking  and  calculation  while 
suppressing  emotions  and  imagination 

Tbe  theory  has  gamed  much  reputation,  and  even  if  no 
one  takes  it  seriously,  the  Sullivan  Syndrome  still  causes 
Jots  of  trouble  to  the  Cybertronic  propaganda  machine. 

Dr  Sullivan  died  from  heart  failure  at  the  age  of  28, 


RELATIONS 

The  average  Capitolian  has  no  special  prejudice  or 
preferences  concerning  Cybertronic  They  are  like  any 
other  business  partner  The  business  relations  between 
Capitol  and  Cybertronic  are  healthy  and  prosperous,  They 
have  not  suffered  notably  from  either  infiltrators  or 
traitors,  and  as  long  as  Cybertronic  doesn't  mess  with 
Capitol,  Capitol  doesn't  mess  with  them,  Cybertronic 
controls  large  business,  production  and  entertainment 
districts  in  San  Dorado.  Capitol's  «capitab)  on  Mars, 

If  anything  negative  can  by  pointed  out  in  the  relations 
between  Capitol  and  Cybertronic,  it  is  the  drastic 
difference  between  the  corporations'  view  on  the 
Individual.  Most  Capitolians  have  difficulty  coping  with 
the  elitist  attitude  of  the  Cybertronics,  but  business  is 
good 


IMPERIAL 


"So.  Alien,  where  do  we  strike  next?* 

ttCybercadtum,  Milton  on  iSC5  was  very  specific— 
civilian  casualties  are  a  must  They  must  remember  the 
Fire  Birds. » 

Imperial  sticks  openly  to  the  Brotherhood's  unofficial 
doctrine,  that  ail  Cybertromcs  and  all  their  work  are  linked 
to  the  Dark  Legion,  This  doesn't  mean  open  war,  but  it 
means  they  have  no  diplomatic  communication  whaiso 
even  no  business  and  no  joint-venture  settlements.  On 
the  contrary.  Cybertronic-controlled  settlements*  or 
remote  complexes  in  general,  are  "allowed  targets » to  all 
military  forces,  especially  Imperial's,  This  excuse  is  very 
frequently  used,  no  matter  if  its  true  or  not,  it's  a  good 
excuse  when  conquering  Capitol  settlements  as  well... 

In  urban  civilized  areas,  the  war  is  limited  to  terrorist 
actions  carried  out  by  freelancers:  Imperial  wouldn't  risk 


their  own  personnel  in  these  actions.  Instead,  they 
engage  street-gangs  and  criminals  to  place  bombs, 
assassinate,  and  sabotage  The  reply  from  Cybertronic  is 
exactly  the  same,  which  has  led  to  extreme  security 
precautions  m  the  corporations'  official  buildings.  These 
attacks  are,  if  not  organized,  at  least  supported  by  the 
ISC  and  the  Bartholomew  clan  in  particular 

But  as  in  all  other  areas  where  money  is  involved,  greed 
and  profit  often  stands  before  personal  conviction.  And 
even  in  Fukido,  Imperial's  *<sapita!»  on  Mercury. 
Cybertronic  has  companies  and  offices.  These  « bunkers  w 
are  among  the  most  heavily  fortified  buildings  ever  built, 
with  50  foot  concrete  walls  and  20  foot  armored  glass  for 
windows,  surrounded  by  minefields  and  barbed  wire 
electric  fences,  they  are  as  close  to  impenetrable  as 
possible 


THE  MISHIMA  DOCTRINE 


**  Mr  Kurito ,  have  we  received  the  shipments  from 
Cybenox  yet ?* 

"/Vn  very  sorry.  Mr  George .  but  there  seems  to  have 
been  some  sort  of  trouble  at  the  customs  We  suspect 
that  Bakm  and  Lord  Heir  Moya's  men  got  there  before 
us ;  » 

"Damn  it,  Kurito  I  I  specifically  ordered  you  to 
personally  supervise  this1  Reorder  those  medications  on 
r he  double,  the  expenses  will  be  deducted  from  your 
salary  * 

« But  Mr  George,  it's  more  than  fifteen  milho  .» 

xThafs  aft  Kurito  h 

The  relations  between  Mishima  and  Cybertronic  are  very 
similar  to  those  between  Capitol  and  Cybertronic.  secular 


and  open-minded,  but  Mishima's  trading  connections 
aren't  at  all  as  extensive.  In  trade  for  the  unique 
Cybertronic  technology,  necessary  in  many  of  Mishima's 
electronic  products,  Mishima  provides  them  with 
provisions,  raw  material  and  services.  In  general,  the 
Mishima  management  sticks  to  the  Brotherhood's  official 
explanation  of  the  "Cybertronic  phenomenon)!. 

All  this  is  true  for  the  Venus  and  Mars  branches  of 
Mishima,  while  the  Mercury  branch,  with  Lord  Heir  Moya 
on  top,  refuses  to  have  anything  to  do  with  Cybertronic. 
No  business,  no  neighboring  settlements,  no  military  co¬ 
operation.  It  doesn't  go  to  the  same  dimensions  as 
Imperial,  they  simply  ignore  Cybertronic,  Cybertronic 
technology  is  purchased  through  Lord  Heiress  Mariko's 
and  Lord  Heir  Man/s  channels. 


C-BASE 

uCybehtox,  the  most  important 
and  Com  ment  of  th  e 
Cybenrprnc  empire's  chemical 
companies,  ItdS  its  1  &b  or  ato  ry . 
refinefV  and  mininti  facHities 
and  the  largest  pail  of  their 
production  complexes  m  this 
base.  The  C-8ase,  as  ins 
Commonly  referred  to,  is  really 
an  architectonic  marvel, 
designed  as  a  gigantic  shaft 
straight  through  this  small 
piece  of  rock— Cfsl! ban — in  the 
third  Kirkwood*  band  of  the 
Asteroid -belt  The  admmist 
ration  and  management  reside 
on  Luna,  though 

The  most  astonishing 
rumors  about  the  C-Base  have 
rt  that  it  was  finished  in  only 
24$  days,  which  ■saysT-a  lot  Of  ^ 
Cybertromc's  efficiency  and 
resources.  Even  Capitol  Con¬ 
structions  would  not  match 
that 

According  to  Mishima 
spies,  later  captured  an  dosed 
as  guinea  ■.pigs,  alt  mining  takes 
.place  on  the  middle  .sections, 
that- s  in  the  middle  of  the 
planetoid,  while  th^  y 
femora  bifibSi  offic^ij-l^eijFity 
and  the  docks  are  in 


-  b 
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Who  Goes  there? 

Jansen  slammed  the  door  of  the  cab  as  he  got  out.  It  had  been  a  difficult  morning,  and  it  showed 
on  him  Not  enough  time  to  take  a  shower  or  shave,  he  had  to  rush  into  his  clothes  and  down  to  a 
cab.  Just  because  the  alarm  didn't  go  off  Halfway  to  work  he  realized  he  had  forgotten  his 
briefcase  as  well,  containing  all  the  papers  necessary  for  the  Nelson-deal*  He  couldn't  turn  back 
and  get  them  or  he  would  be  in  even  more  trouble  if  he  was  late. 

He  quickened  his  pace  as  he  approached  the  security  zone,  fishing  in  his  pockets  for 
identification  and  security  papers, 

« Halt i  Who  goes  there??* 

The  familiar  challenge  of  the  Cybertronic  security  guards  didn't  stop  him  and  he  approached  the 
two  men  posted  outside  the  gate  He  recognized  one  of  them. 

ttMorning,  Joe,  Nice  to  see  you  Just  hang  on  a  second,  I'll  get  my  papers  out, ...» 

He  was  interrupted  by  the  guard,  who  raised  the  muzzle  of  his  automatic  weapon, 

<ddenf  ify  yourself  or  leave  this  areal  » 

Jansen  paused  in  his  frantic  attempts  to  find  the  papers  and  threw  a  surprised  glance  at  the 
mam 

■<Hey,  Joe,  you  remember  me,  Jansen,  You  worked  under  me  at  Research,  Two  months  ago*» 
Present  your  identification  or  leave  the  area.  This  is  the  last  warnings 
The  coldness  of  ihe  guard  irritated  Jansen,  He  started  searching  his  pockets  again  when  tl 
suddenly  hit  him 

«l  left  it  at  home,  it's  on  my  kitchen  table.  But  let  me  just  call  Dr,  Thompson,  he’ll.'.. 

The  heavy  rattle  of  the  automatic  weapon  interrupted  Jansen  and  threw  him  several  yards 
backwards,  his  chest  riddled  with  bullets*  His  face  was  frozen  in  agony  and  surprise 

As  he  slumped  against  a  lamp-post  one  of  the  guards  approached  the  body,  weapon  ready  to 
fiie, 

m Unidentified  intruder  neutralized  at  entrance  045.  Failed  to  produce  identification.  Requesting 
clean-up.  Returning  to  duty.  Over  and  out,?? 


Know  your  Enemy 

This  operation  was  a  mess.  From  the  start  Waters  had  felt  that  something  was  wrong,  something 
he  couldn't  put  his  finger  on. 

It  had  all  started  a  few  weeks  ago  when  Takasha  Electronics  had  approached  him  with  a 
proposition.  It  sounded  simple  enough,  find  out  who  was  trying  to  stop  Takasha  business  on  Luna. 

Then  the  trouble  started.  When  Waters  had  tried  to  tap  the  computers  for  background 
information  on  Takasha,  a  couple  of  goons  started  shadowing  him.  After  that  it  had  gotten  worse. 
When  he  finally  got  through  the  red  tape,  the  maze  of  connections  near  ly  defeated  his  attempts  to 
find  out  who  really  owned  the  company,  and  what  kind  of  enemies  he  could  expect. 

After  going  through  fifty-three  fagades  he  finally  pulled  the  name  of  the  big  one.  Cybertromc*  He 
should  have  known. 

No  one  protects  their  assets  like  Cytoertronic.  It's  all  cloak  and  dagger,  you  can't  tell  black  from 
white. 

And  when  he  confronted  Takasha  about  it  the  director  said  they  didn’t  know,  but  now  that  they 
did  know,  did  it  really  change  anything? 

Anyway,  now  Waters  knew  what  kind  of  people  he  was  up  against,  And  where  To  look  for  ihem 

He’d  asked  at  the  water-holes,  and  soon  found  out  he  was  on  the  right  track.  Other  Freelancers 
had  been  approached  about  hitting  Takasha,  hitting  it  hard.  Joker  and  Travis  had  accepted  and  the 
word  was  that  they  were  working  together  with  a  corporation.  If  the  money's  right,  some  guys  will 
do  anything. 

He  had  found  out  that  the  two  freelancers  were  planning  an  attack  on  the  plant  that  night, 
backed  up  by  forces  that  had  been  flown  in  from  Mars  When  he  had  told  Takasha,  the  man  had 
reacted  with  uncommon  swiftness.  A  contract  had  been  offered  to  Waters,  where  he  had  been 
offered  command  over  five  squads  of  Cyberfronic  security  men  to  stop  the  assault. 

And  now,  there  he  was.  On  a  roof-top  opposite  the  Takasha  plant,  with  a  lot  of  Cytoertromc 
security  forces,  armed  to  the  teeth. 

Suddenly  the  sound  of  marching  feet  interrupted  his  I  rain  of  thought.  He  looked  about  him, 
finally  fixing  his  gaze  on  the  alley  where  the  shadows  of  soldiers  played  on  the  walls.  But 
something  was  wrong.  Waters  strained  his  eyes  and  then  suddenly  realization  dawned  upon  him. 

He  quickly  looked  at  the  soldiers  lying  beside  him,  the  blue  and  black  uniforms,  the 
characteristic  helmets* 

Then  he  looked  back  at  the  advancing  soldiers,  the  enemy  led  by  Travis  and  Joker.  The  troops 
mirrored  the  appearance  of  his  own  soldiers.  Cybertronic  security  Forces  were  attacking  thier  own* 
Waters  let  out  an  audible  groan.  This  operation  realty  was  a  mess. 


The  19th 
Executive 

"Our  agents  have  fountf 
that  this  insignificant 
building  in  the  outskirts  of 
Luna  is  in  fact  a  secref 
underground  mausoleum 
for  Cyber!  ronic's 
nineteenth  member  of  the 
Board,  Raoul  Mannerheim. 

As  you  know,  Manner- 
heim  was  one  of  the 
geniuses  that  turned 
Cybertronic  into  a  mega 
corporation,  much  thanks 
to  hrs  brilliant  leadership 
within  Cyberchemicals, 
and  his  uncompromising 
concentration  on  research 
which  was  so  advanced  it 
was  considered  radical  by 
contemporary  au thprities. 

We  have  proof  that 
Sergei  Mannerheim, 
nephew  and  one  of  the 
Executives  of  Cybertronic, 
has  access  to  the  buikffrtg 
and  tpat  he  visits  it 
regularly.  According  to 
usually  reliable  sources,  ■ 
Sergei  isn't  exactly  a  J 
genius  h imsel f ,  but 
somebp^f^g  manages  x&r} 
keep  his  position  in  his 
uncle's  foot  steps  anyway^l 
We  have  strong 


UNITED  WE  STAND 

Inquisitor  Mathias  confidently  stepped  up  to  the  podium.  Around  him  was  gathered 
representatives  from  the  Second  directorate  and  the  Curia,  and  at  the  back  high  officials  from 
Imperial  sal  uneasy,  not  sure  what  would  happen.  Inquisitor  Mathias  took  out  the  Book  and  his 
personal  notes  and  placed  them  on  the  table  in  front  of  him.  He  turned  his  imposing  figure 
towards  the  senior  brothers  and  sisters  but  didn't  even  glance  at  the  corporate  jackets. 

« Brothers  and  sisters.  We  all  know  that  we  stand  here  against  the  darkness  that  is  threatening 
to  engulf  us  all.  The  darkness  is  seeking  to  extinguish  the  light  that  Is  humanity  and  all  that  is 
good.  We  are  all  aware  of  that, 

But  the  threat  does  not  only  come  from  the  stats,  but  from  within  our  own  castles,  from  those 
we  should  call  our  friends.  They  have  proved  to  be  our  enemies  and  we  have  gathered  here  today 
to  decide  what  is  to  be  done,  Let  us  listen  to  a  true  brother,  and  let  him  speak  his  mind  on  rhe 
matter  Mister  Henry  Bartholomew,* 

At  these  words  one  of  the  Imperial  officials  stood  up  and  approached  the  podium.  He  stopped 
in  front  of  the  assembled  brothers  and  sisters.  He  was  a  powerful  man  and  his  voice  was  confident 
as  he  spoke, 

"The  Inquisitor  Mathias  speaks  truly  and  with  great  wisdom.  We  have  ourselves  been  attacked 
by  this  aspect  of  the  Dark  Legion,  They  have  infiltrated  not  only  our  corporation  but  also  the  very 
heart  of  humanity,  posing  as  a  friend  and  savior.  They  have  attacked  our  industries,  using  the 
cursed  legionnaires  and  they  have  assassinated  many  of  our  heroes  in  the  battle  against  the  Dark 
symmetry.** 

Now  the  old  man  was  clearly  agitated. 

»The  threat  was  at  first  taken  to  be  only  competition,  a  run  at  becoming  one  of  the  great  powers 
through,*,  accepted  methods,* 

Bartholomew  made  an  embarrassed  pause,  well  aware  of  the  methods  his  own  company  used 
to  maintain  their  power.  He  masked  the  interruption  with  a  cough  and  cleared  his  throat 

«But  they  have  stepped  outside  the  boundaries,  and  ft  is  clear  that  this  is  a  work  of  evil,  another 
manifestation  of  the  darkness  from  outside  the  sphere  of  fight,* 

With  this  the  leader  of  Imperial  withdrew,  leaving  the  podium  for  the  Inquisitor  Mathias.  The 
armor  clad  man  folded  his  heavy  arms  in  front  of  him  as  he  again  turned  to  his  superiors. 

"This  has  been  noted  by  our  brothers  in  Imperial  and  they  have  brought  much  that  is  new  into 
our  investigations.  You  have  now  heard  their  pledge  to  our  cause  and  it  is  with  great  satisfaction 
that  I  finally  can  present  evidence  of  the  corrupting  symmetry  in  our  midst.  We  must  now  decide 
what  must  be  done  to  stop  influence  of  the  evil  power  known  as  Cybertromc.* 


THE  CARTEL 

At  long  last  did  the  megacorporations  realize  that  solving  differences  by  military  might  would  soon  lead  to 
their  own  destruction. 

To  avoid  this,  they  created  the  Cartel,  A  body  of  officials  from  all  of  the  corporations,  it  undertook  the 
As  time  passed  and  the  presence  of  the  Darkness  descended  upon  us  the  Cartel  also  did  battle  against  the 

want  Legrons.  10  comoai  tne  evil  forces  me  r 
Doomtroopers  were  created. 

The  most  formidable  of  warriors,  these  men  and 


women  could  best  even  our  own  Inquisitors  in  combat. 


The  Cartel 
building 

Righ>  in  the  center  of 
Luna,  the  Cartel  building 
rises  like  a  gigantic 
tombstone  over  the  hopes 
once  placed  in  this 
organization.  Once,  the 
light  gray  stone  building 
Contained  the  entire  Cartel 
organization,  now  it  has 
swollen  to  occupy  the 
neighboring  blocks  as 
well.  There  seems  to  be 
no  limit  to  how  targe  the 
Cartel  and  its  sub¬ 
divisions  can  actually 
become. 

The  Cartel  building 
itself  contains  none  of  the 
really  powerful  sections  of 
the  Cartel,  except  for 
High  Council  which 
occupies  the  top  fifteen 
floors.  From  the  Council 
Assembly  halt  on  the  top 
floor,  ycm  have  the  best 
view  in  entire  Luna.  The 
resiof  the  building 
^  .  contains  offices  for  the 
delegations;  from  the 
the  FUd^he^ 
lllfbnfe,  lmperi#;i|it$hin-ia, 
frndtaus,  Ca  pitch'd 
M tire  brotherhood, 
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A  formidable  ally  but  also  a  frightening  enemy.  This 
made  it  necessary  for  us  to  gain  even  more  control 
over  the  council  that  controlled  these  warriors. 

The  Cartel  did  promote  greater  cooperation 
between  the  megacorporalions  but  is  was  also  a 
breeding  place  for  its  own  petty  squabbles  and  human 
greed.  It  was  a  cesspool  of  degeneration  and  cruelty. 
Some  officials  stopped  at  nothing  to  achieve  their  own 
goals  and  the  Cartel  was  made  into  a  secret  society, 
existing  only  for  the  sake  of  its  own. 

—  The  Eighth  Chronicle ,  The  Megacorporations  and  the 
Cartel  \  Luc  rent  Marcelhanus 


In  order  to  have  a  forum  where  the  megacorporations 
could  discuss  their  differences  on  a  purely  diplomatic 
level  without  having  to  resort  to  hostile  activities,  the 
Cartel  was  created 

Made  up  of  five  delegations  from  each  of  the  major 
megacorporations,  the  Cartel  has  become  one  of  the 
major  powers  in  the  system.  Each  delegation  consists  of 
thousands  of  diplomats,  administrators  and  corporate 
officials 

Originally  created  to  facilitate  cooperation  between 
the  megacorporations,  the  Carte!  has,  with  the 
appearance  of  the  Legions  of  Darkness,  been  given  a 
more  aggressive  role  and  extended  authority  to  battle  the 
new  evil  This  was  the  one  place  the  megacorporations 
could  bring  their  resources  together  to  stand  against  the 
Darkness. 

The  Cartel  has  created  a  military  elite  force,  the 
DooMTROOPEflS,  made  up  of  crack  soldiers  and  military 
strategists  The  primary  function  of  this  force  is  to  do 
battle  with  the  Legion  wherever  they  can  be  found.  This 
is  all  coordinated  and  managed  by  the  Cartel. 

The  Cartel  carries  out  a  considerable  amount  ot 
internal  investigations  to  stop  infiltrators  from  the 
Legions  of  Darkness  Operations  that  are  so  secret  not 
even  the  corporate  managers  have  any  idea  of  what's 
going  on  within  the  Cartel 

In  this  complex  web  of  secret  operations  there  have 
evolved  groups  wtthm  the  Cartel  operating  totally  without 
direction  or  interference  from  higher  officials  and 
towards  their  own  obscure  ends  They  use  then  powers 
and  connections  to  promote  illegal  operations  such  as 
drugs  and  weapons  smuggling,  assassinations  and 
supplying  secret  information  Some  of  these  have  gone 
so  far  as  to  make  contact  with  the  Legions  of  Darkness 
and  the  heretic  cults,  for  reasons  no  one  knows 


Cartel 

Employees  and 
Officials  f 
Expert  Advisors. 

This  is  a  till©  given  to  the 
agents  working  for  th& 

Cartel  These  agents  carry 
out  different  kinds  of 
operations,  from  invest¬ 
igations  to  assassinations. 
The  classical  Cartel 
garb  is  a  strict,  black  suit 
with  a  matching  tie.  On 
top  of  this  is  worn  a  gray 
Irene  hcoat.  Obligatory  are 
the  1 1 lack  shades. 

Many  agents  carry  a 
concealed  large  caliber 
hand  gun  in  a  holster 
fastened  on  the  back. 

Administrators. 

The  administrators  of  the 
Cartel  are  supplied  by  ihe 
megacorporal  ions.  They 
are  picked  from  the  best 
available  businessmen 
and  given  the  task  to 
further  the  cause  pf  their 
own  corporation,  Sppn 
enough  they Te  absorbed 
by  the  web  of  the  Cartel  ;jjj 
and  onfy.  wpjfk  lo  further 
their  own  goate,  oi  those 
of-i.be  powers  bbhmd:^‘  J  m 
veil  The  admioir  * 
tan  be  Hi 

tiie  specie f  tie ^ ■■mm 


The  Cartel  is  organized  into  five  delegations,  one  from 
each  of  the  megacorporations.  Every  delegation  is  in 
itself  an  enormous  organization.  Thousands  of  politicians, 
diplomats,  experts,  advisors  and  administrators  are 
supplied  by  the  megacorporations  to  run  the  delegation 
and  promote  different  issues  within  the  Cartel.  The 
leading  officials  gather  in  what  is  known  as  the  high 
council  which  has  the  highest  authority  in  all  matters 
except  security.  That  is  handled  in  the  security  council 
by  a  select  number  of  delegates  and  diplomats  from 
each  delegation.  The  security  council  has  direct  authority 
over  the  Doomtrooper  force 

There  are  two  additional  branches  of  the  High  Council, 
These  are  the  investigation  committee  (CIO  and  the 
cooperation  cOMMmEE  (CCC).  The  purpose  of  these  are 
to  look  at  issues  requiring  full  cooperative  efforts,  such 
as  investigation  of  the  powers  of  the  Darkness  and  the 
coordination  of  joint  operations. 

The  Brotherhood  is  represented  by  a  separate 
delegation  in  the  Cartel,  This  delegation  js  made  up  of 
administrators  and  observers  and  are  given  insight  into 
most  of  the  committees  within  the  organization.  The 
Brotherhood  is  aware  of  the  existence  of  secret 
organizations  within  the  Cartel  and  is  actively  trying  to 
infiltrate  these  to  gain  more  control  over  the  Cartel,  and 
thereby  over  the  megacorpora lions. 

THE  FLIC 

The  « Freelancing  Independent  Corporations'  Comm¬ 
ittee »  is  a  small,  yet  important  part  of  the  Cane!,  handling 
legal  matters.  If  not  for  the  FLIC,  the  Cartel  wouldn't 
have  any  jurisdiction  over  the  freelancers. 

Physically,  the  FLIC  consists  of  a  couple  of  hundred 
negotiators  officially  appointed  by  various  freelancing 
corporations,  but  in  reality  they  are  more  or  less 
marionettes  of  the  megacorporations.  The  FLIC  is 
advised  before  any  major  system-wide  restrictions  are 
imposed,  but  they  rarely  turn  anything  down  or  come  up 
with  suggestions.  The  fact  that  they  exist  and  have  a 
right  to  speak  prescnbed  by  law  means  that  the  Cartel's 
decisions  are  valid  for  all  citizens  of  the  solar  system  end 
that  Cartel  officials  have  authority  everywhere. 

THE  COOPERATION 

Capitol.  The  original  instigators  of  the  Cartel, 
Capitol  is  still  its  primary  benefactor  and  supporter,  the 
one  that  Is  most  interested  in  its  existence.  It  tries  to 


abide  by  the  regulations  of  the  High  Council,  and  actively 
enforces  the  regulations  even  within  the  other 
corporations'  areas  of  jurisdiction 

imperial,  Imperial  also  spends  time  and  effort 
keeping  the  Cartel  a  functioning  institute.  Its 
representative  in  the  High  Council  Is  a  prominent 
member  of  the  Serene  family,  but  he's  more  of  a 
messenger  and  spokesman  than  a  negotiator,  It  is 
difficult  to  make  deals  with  Imperial  through  the  Cartel 
channels,  since  all  the  prominent  clans  of  Imperial  want 
to  have  their  say  before  any  decisions  are  made, 

Along  with  Bauhaus,  Imperial  provides  a  sort  of 
counterweight  against  Capitol 

bauhaus.  The  Bauhaus  management  is  not 
particularly  impressed  with  the  work  of  the  Cartel,  and 
they  don't  try  to  do  very  much  about  it  Instead,  they  use 
the  Cartel  administration  as  a  wbureaucratHcennek 
where  advisors,  diplomats  and  executives  are  trained  in 
diplomacy  They  have  the  same  problem  as  Imperial 
when  it  comes  to  decision-making, 

Ml  SHIM  a.  Mishima 's  work  in  the  Cartel  is  a  sad 
chapter.  Headed  by  the  Overlord  Mishima  and  consisting 
of  representatives  of  his  son  and  competitor,  Lord  Herr 
Moya,  the  Mishima  delegation  is  totally  disrupted  They 
have  a  strong  position  in  the  security  council,  since  the 
Overlord  has  no  influence  there,  but  in  the  High  Council 
their  hands  are  tied  Motes  and  suggestions  given  to  the 
Overlord  are  pointless  and  only  a  play  for  the  gallery 

cybertronic.  Either  feared,  hated  or  at  the  best 
merely  avoided,  the  Cybertronic  delegation  has  a  hard 
time  m  the  Cartel,  They  don't  have  very  much  influence 
except  for  the  decisive  decisions  in  the  High  Council,  but 
that  is  enough  When  Cybertronic  really  wants  to  drive 
something  through  the  Cartel,  they  often  use  the 
Bauhaus  channels  instead. 

brotherhood.  The  Brotherhood  have  represent¬ 
atives — observers — everywhere  within  the  Cartel  organ¬ 
ization,  just  supervising,  noting,  and  reporting.  These 
men  are  often  feared  and  respected  administrators,  and 
even  though  they  don't  have  any  legislated  power,  most 
people  do  what  they  say 


STR  U 


CTU 


R 


E 


OPERATIONS 


The  Cane!  was  created  to  find  a  neutral  ground  where 
the  megacorporations  could  cooperate  and  resolve  their 
differences  by  negotiating  and  informing  each  other  of 
future  operational  moves  and  strategies  To  attain  this 
effect  the  delegations  were  created  Originally  small 
groups  of  highly  educated  corporate  officials,  the 
delegations  soon  grew  into  the  monstrous  behemoths  of 
today 

As  the  delegations  grew,  the  number  of  operations 
sanctioned  by  the  Cartel  also  grew  The  communications 
within  the  departments  and  between  the  dele  gat  to  ns 
were  poor,  at  best,  and  this  soon  resulted  in  the 
turbulence  that  exists  today  In  reality  the  never-ending 
wars  and  conflicts  between  the  mega  corporations  have 
resulted  in  the  breakdown  of  the  cooperation  and  talks 
and  negotiations  have  time  after  time  resulted  in  bloody 
battles  and  endless  accusations. 

Instead  of  promoting  cooperation  between  the 
megacorporations  the  delegations  are  once  again  looking 
after  their  own  interests. 

One  of  the  few  projects  that  has  shown  results  is  the 
Doomtrooper  force,  partly  due  to  the  fad  that  the 
security  council  is  made  up  of  extremely  competent 
officers  and  is  the  only  part  of  the  organization  that  is 
working  according  to  the  original  plans. 

Several  smaller  groups  have  also  been  given  the  task 
of  investigating  and  controlling  the  freelancers,  the 
smaller  enterprises  not  connected  to  the  megacorp¬ 
orations,  Secret  operations  are  carried  out  in  the  name  of 
the  Cartel  to  limit  competing  businesses  or  to  gam 
control  over  these  smaller  companies.  But  there  are  also 
groups  within  the  separate  delegations  who  use  their 
power  to  strike  agamstthe  other  megacorporations. 

THE  POWERS 
BEHIND  THE  VEIL 

The  exact  work  of  the  delegations  is  often  secret,  in  reality 
independent  from  their  actual  employers,  the 
megacorporations.  They  have  access  to  huge  amounts  of 


money,  without  really  having  to  specify  what  it  is  used  for 
it  is  only  natural  that  parts  of  the  organization  have 
fallen  into  criminality  and  corruption  Corporate  politicians 
and  advisors  use  their  positions  of  power  to  promote 
illegal  operations,  thereby  gaining  even  more  influence 
and  wealth  This  rot  has  spread  within  the  Cartel  and 
many  of  the  higher  ranking  advisors  and  military 
diplomats  are  involved  in  shady  deals  of  different  kinds. 


CARTEL  SECURITY 


The  power  of  the  Cartel  has  been  severely  limited  by  the 
lack  of  a  true  police  force  This  was  an  important  issue  for 
the  leading  politicians  within  the  organization  and  finally 
they  managed  to  force  the  corporations  to  allow  the 
Cartel  to  keep  a  security  force.  This  force  would  be 
financed  by  the  Cartel,  trained  by  the  Cartel  and  equipped 
by  the  Cartel.  It  was  only  to  be  used  as  a  security  force. 

These  security  officers  are  really  a  para-military  force 
The  Cartel  refers  to  many  problems  as  a  security  matter, 
which  gives  it  authority  to  use  its  own  forces. 

The  security  forces  of  the  Cartel  are  used  for  s  range 
of  different  operations  They  are  in  charge  of  protecting 
Cartel  installations  but  can  also  have  been  encountered  as 
death-squads  or  even  conventional  troops,  The  recruits 
for  the  Cartel  security  forces  are  mainly  picked  from  the 
freelance  corporations,  and  are  independent  enough  to  be 
deployed  even  against  the  megacorporations. 


THE  BUREAUS 

Any  matters  of  investigation  are  handled  by  one  of  the 
two  Carrel  bureaus.  The  most  well-known  is  the  BEI,  the 
Bureau  for  External  Investigations,  often  called  the 
external  for  short,  which  investigates  all  matters  not 
directly  involving  Cartel  officials.  This  may  include 
tracking  down  agents  of  the  Dark  Legion  or  trying  to 
break  up  rings  of  pirates  and  smugglers.  Most  murders 
are  investigated  by  the  Externals, 

The  second  bureau  is  the  BN,  the  Bureau  for  Internal 
Investigations,  called  the  internal  by  the  operatives  and 
Cartel  officials.  This  bureau  investigates  all  matters 
involving  Cartel  officials  or  where  internal  policies  are 
involved  The  Internal  is  often  used  to  track  down 
infiltrators  or  heretics  within  the  structure  of  the  Cartel. 


Cartel  Security. 

The  security  forces  of  the 
Cartel  are  known  for  their 
total  lack  of  discretion. 
They  all  conform  to  the 
standard  image  of  a  Cartel 
security  officer.  Rank  is 
shown  on  the  shoulder 
patches. 

The  standard  outfit  of 
the  Cartel  security  officer 
is  camouflage  coveralls 
and  an  armor  protection 
jacket.  He  also  wears  a  full 
protection  helmet 
equipped  with  several 
electronic  targeting  and 
communication  devices. 

They  are  normally 
armed  with  both  an 
automatic  carbine  and 
large  caliber  hand-gun. 


brotherhood 
Observers.  The 

observers  from  the 
Brotherhood  are  present 
at  almost  all  levels  of 
administration  within  the 
Cartel.  They  are  cires&ed 
in  the  simple  robes  of  the 
Brotherhood  and' always 
wear  a  Cowl  over  iheir 
•  hsatfsv  so  as  riot  to  reveal 
;  then  faces.  They  are  never 
l&rmatJ  thoogh  there  arc 
mmorn  that  some  of  them 
mystic  powers. 
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The  official  nmlstary  force  of  the  Cartel  is  the 
Doomtroopers*  the  most  famous  and  respected  soldiers 
in  the  solar  system  Elite  commando  warriors  specially 
trained  to  battle  the  forces  of  the  Dark  legions,  to  match 
the  ferocity  of  the  Nephantes  and  to  strike  at  the  very 
core  of  the  evil. 

The  Doomtroopers  are  under  the  control  of  the 
Security  Council.  The  soldiers  are  provided  by  the 
megacorporattons,  who  also  have  the  responsibility  to 
maintain  the  status  of  the  force  and  supply  soldiers  to 
keep  the  force  at  its  five  hundred  field  operatives.  The 
technical  support  and  other  secondary  functions  within 
the  force  are  organized  by  the  Cartel  but  is  also  made  up 
mostly  of  recruits 

THE  COMBAT  UNIT 

A  Doomtrooper  unit  is  usually  made  up  of  two  soldiers. 
They  are  both  trained  in  all  aspects  of  combat  but  to 
varying  degrees,  one  is  a  close  combat  expert  and  his 
partner  specializes  in  giving  support  fire. 

These  units  can  be  changed  and  have  different  comp- 
ositions  depending  on  the  nature  of  the  Doomtroopers' 
mission. 


EQUIPMENT 

The  equipment  and  the  weapons  used  by  the 
Doomtroopers  are  developed  by  the  megacorporations  in 
close  cooperation  with  the  Doomtrooper  technicians. 
The  technology  used  is  always  state  of  the  an  and 
superior  to  standard  designs  available  Many  of  the 
weapons  only  exist  as  prototypes 

The  armor  carried  by  the  soldiers  are  made  by  light 
plastics  and  ceramics,  given  a  cushioned  interior 
constructed  from  new  energy-absorbing  materials 
provided  by  Cybertromc- 

M  I SSIONS 

The  Doomtroopers  are  assigned  varying  missions  but  are 
never  used  to  resolve  differences  between  corporations 
or  private  officials,  and  never  agamst  the  Brotherhood. 
The  are  intended  solely  for  use  against  the  Dark  Legion. 

The  Doomtrooper  units  provide  the  ultimate  war 
machine  for  small  scale  combat  Doomtroopers  are  used  for 
commando  strikes  against  enemy  strongholds  and  these 
missions  seldom  involve  more  than  ten  or  twenty  men. 

The  most  dangerous  missions  are  raids  against 
Heretic  nests  or  the  citadels  of  the  Dark  Legions. 


THE  DOOMTROOPERS 


PUNISHER 

Shortsword 

This  single-edged  one- 
handed  weapon  is 
designed  for  combat  as 
well  as  iaw  enforcement. 
Among  others,  the 
famous  Doomtroopers 
carry  them  into  combat 
against  the  Dark  Legions. 
Their  main  advantage  is 
that  they  are  almost 


impossibie  to  break. 


W  L  Sift  Damn  Hi  Cost 

3.4  81  10  m  Ida  14,600 


DOOMTROOPEI 


A  Doom  trooper  character  is  created  in  much  the  same 
way  as  any  other,  and  the  Doomtrooper  background  can 
be  chosen  just  like  any  other  The  main  difference  is  that 
the  Doomtroopers'  training  is  more  specialized  than 
other  backgrounds  and  the  resulting  warriors  are  superior 
to  any  other  Troopers  in  the  corporate  forces  The 
extreme  demands  of  the  service  is  represented  by 
harder  cgnditrons  when  you  check  to  see  if  you  keep  the 
job:  instead  of  making  an  nINT/PBRa-roll,  you  must  make 
an  « inverted  INT/PEFVPHY»-rolL  i.  e  the  roll  may  not  be 
higher  than  either  JNT,  PER  or  PHY 

specializing.  The  player  creating  a  Doomtrooper 
must  choose  what  field  of  expertise  he  wants  to 
specialize  in;  either  close  combat  or  support  fire  This 
means  that  he  must  chose  either  the  Combat  field  of 
expertise  o  r  the  Firearm  field  of  expertise  as  his 
Specialization  (4  skill  picks  per  background 
repetition).  The  field  he  doesn't  chose  is  called  his 


Secondary,  with  only  one  skill  pick  per  background 
repetition  He  must  stick  to  this  specialization  for  the  rest 
of  his  background  development  (L  e  from  one  increase 
occasion  to  the  next  he  carFf  swap  from  Combat 
specialization  to  Firearms. 

DOOMTROOPER 

REQUIREMENTS:  $TR  13,  PHY  13,  COR  13,  1NT  9, 
MST  9.  SV  13  in  at  least  three  skills  from  the  Combat  and 
Firearms  fields  of  expertise 

Specialization.. . . . . . 

Secondary . . 1 

Communication . . — 

Movement . . . . „ . « . . . 

Technical. . . . ........... . ... . . J 

Free,.., . . . . . .3 

Social  standing. . . . 2d10 

PER-modification . . ,.+2 
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The  End  Justifies  the  Means 

The  woman  grasped  the  headset,  putting  the  microphone  to  her  mouth. 
iiYes,  sir*  This  is  officer  Brooks,  sir.  Yes,  t  read  you  loud  and  dear* 

Brooks  was  surrounded  by  other  officers,  most  of  them  heavily  armed  and  armored.  All  were 
dressed  in  the  black  and  blue  uniform  of  the  Cartel,  and  the  three  letters  BEl  showed  that  the 
Externals  were  once  more  on  the  move,  They  were  surrounded  by  pine  forest  and  a  cold  wind  had 
them  huddled  together  for  warmth, 

«Yes,  sir, w  Brooks  continued,  «the  mission  is  well  under  way.  We  have  had  some  difficulties  in 
making  contact  with  the  third  party,  but  our  infiltrators  are  doing  their  best  It  will  not  put  the 
operation  in  any  jeopardy  at  all,  As  soon  as  you  give  the  signal  we  will  move,* 

She  listened  once  more  to  the  sparking  headset  concentrating  to  hear  the  faint  voice  over  the 
screaming  wind. 

«Yes,  sir,  the  briefing  will  begin  immediately.  Over  and  out,* 

Brooks  handed  over  the  headset  to  her  aide  and  stepped  over  to  the  officers  galhered  around 
the  electrical  radiator.  As  she  stepped  into  the  circle  they  all  snapped  to  attention.  Brooks  removed 
her  gloves  and  picked  up  stick  which  she  used  to  indicate  a  map  spread  on  the  ground  in  front  of 
her. 

*A$  you  all  know  we  are  here  to  stop  Illegal  Bauhaus  occupation  of  Imperial  ground,  As  the 
local  Bauhaus  representatives  do  not  seem  to  pay  any  attention  to  the  orders  given  from  their 
home-office,  we  have  a  possibility  of  there  being  Dark  Legion  infiltrators  present  Satellite 
surveillance  have  given  further  information  to  strengthen  this  theory,* 

Brooks  pointed  at  the  map, 

«The  Bauhaus  troops  are  positioned  here,  here  and  here  They  are  armed  with  slate  of  the  art 
weaponry  and  have  probably  received  reinforcements  from  legionnaires  wandering  Lbe  area.  We 
are  talking  about  20  hussars  and  30  legionnaires,* 

This  information  was  received  with  utmost  concern  by  the  Cartel  officials,  who  themselves 
numbered  only  12,  Bui  Brooks  continued, 

r<H  is  impossible  for  us  at  this  moment  to  stop  this  occupation  by  ourselves,  I  have  therefore 
made  a  deal  with  two  local  warbands,  guerrillas  fighting  Bauhaus  exploitation.  They  will  help  us  if 
we  provide  the  weapons  for  them.  The  weapons  are  contained  in  these  crates  here,* 

WiEh  these  words  she  indicated  the  crates  loaded  on  the  all-terrain  vehicles  parked  dose  by  But 
one  of  the  men  expressed  a  doubt  and  posed  his  question  pointedly. 

4- You  mean  that  we  are  giving  weapons  to  bands  of  criminal?* 

Brooks  faced  the  man  and  looked  him  straight  in  the  eye, 

*As  for  now,  officer  Wiley,  we  need  allies.  Unless  you  wish  to  conduct  the  raid  yourself.  As  ) 
was  saying,  she  continued,  giving  Wiley  an  icy  stare,  «the  weapons  will  be  distributed  to  the  bands 
who  will  then  assist  us  in  the  assault.  We  will  act  as  tactical  advisers,  and  those  of  you  with 
experience  as  combat  co-ordinators  will  be  assigned  as  such,* 

Again  she  turned  to  Wiley. 

«And  you  don't  have  to  worry  about  the  weapons.  They  are  timed  to  self-destruct  in  24  hours. 

Do  you  think  I'm  stupid  enough  to  provide  weapons  to  our  enemies?** 


THE 

BROTHERHOOD 

And  so  Nathaniel  gazed  over  the  worlds  and  all  he  saw  was  evil.  The  worlds  were  filth  and  waste,  decay  and 
destruction.  Civil  wars  were  waged  on  endless  battlefields  and  brother  fought  brother  in  the  chaos  we  had 
inherited.  We  had  turned  the  cradle  of  humanity  into  a  burial  pit.  Traitors  and  renegades  hid  in  the  dark, 
Outside  the  borders  of  the  cities  mutants,  and  beasts  from  the  pits  of  Darkness  roamed 

Then  the  veil  was  lifted  and  Nathaniel  saw  the  fight  He  saw  the  winding  road  to  salvation  and  he  felt  the 
warmth  of  the  cleansing  fires  that  would  burn  the  fifth  away  and  once  again  light  up  the  world.  A  great  power 
surged  through  Nathaniel  and  he  found  that  he  could  shape  the  powers  of  the  night  at  will.  He  once  again 
gazed  over  the  world,  and  spoke: 

«Ut  this  be  the  end  of  Darkness  and  the  beginning  of  the  triumphant  light  that  will  shine  over  the  worlds  of 
man  forever. » 

And  around  him  he  gathered  those  of  faith,  and  they  called  him  their  leader.  So  ft  was  that  the  Brotherhood 
was  formed  to  do  battle  against  the  Darkness.  Nathaniel  was  the  first  of  the  sacred  Cardinals. 

He  raised  the  banners  of  the  just  and  right  and  lit  the  fires  of  redemption,  And  their  light  did  shine  over  the 
worlds,  filling  the  skies  And  the  fallen  did  end  their  warring  and  looked  to  the  light,  and  wondered  what  it 
would  bring 

—  The  First  Chronicle,  The  Arrival  of  the  Darkness  and  the  Calling  of  the  Cardinal  1  Alexander  Horatio 


THE  NEW  LIGHT 


With  the  world  faced  with  the  threat  of  destruction  at  the 
hands  of  the  Dark  Legion,  the  Brotherhood  has  grown 
into  a  powerful  organization.  It  is  represented  all  across 
our  solar  system,  from  Mercury  to  Pluto.  And  wherever 
the  light  of  the  Brotherhood  falls,  the  battle  against  the 
Darkness  continues 

The  Brotherhood  represents  an  all  governing 
unearthly  power  mat  is  personified  by  the  Cardinal,  the 
spiritual  leader  of  our  solar  system  He  is  the  single  most 
powerful  man  alive  and  commands  mysterious  energies 
of  immense  power  Deep  within  the  vast  libraries  of  the 
cathedrals  the  mystics  of  the  Brotherhood,  guided  by 
their  Cardinal,  are  searching  into  both  the  past  and  the 
evern:hanging  future  to  find  the  answers  that  will  lead 
the  way  into  the  light 

To  do  battle  against  the  Dark  Legions  the  Cardinal  has 
created  the  Inquisition  This  institution  is  seeking  to 
cleanse  our  solar  system  of  the  festering  evil  that  can  be 
found  both  m  space  and  within  ourselves  The  Inquisitors 
of  the  Brotherhood,  m  their  magnificent  suits  of  armor, 


are  scouring  the  worlds  of  humanity  purging  every  sign 
of  evil  from  our  society.  They  can  be  found  in  the  cold 
wastes  of  Pluto  and  Jupiter  as  well  as  the  scorching 
deserts  of  Mars  and  Mercury  relentlessly  seeking  out 
infestations  of  evil  They  are  forever  vigilant  and  ready  to 
strike  against  the  Dark  Legion  and  the  scores  of  heretics 
whatever  shape  they  may  take. 

Observers  from  the  Brotherhood  are  present  at  every 
level  .of  organization  within  the  megacorporations  and  the 
Cartel  Observing,  studying,  never  resting,  searching  for 
any  sign  of  the  rot  of  Darkness  To  work  against  the 
Brotherhood  is  seen  as  going  against  humanity  itself, 

This  philosophy  and  the  power  of  the  Inquisition  have 
made  the  megacorporations  accept  the  presence  of  the 
Brotherhood  at  their  board  meetings  and  administrative 
functions.  As  much  as  possible  is  hidden  from  the  prying 
eyes  of  the  Inquisitors.  It  has  developed  into  a  deadly 
game  of  hide  and  seek,  played  by  the  Brotherhood  and 
the  megacorporations. 


against  the  Brotherhood, 

Leaving  the 
Trail 

Defecting  from  the 
Brotherhood  is  regarded 
as  an  act  of  heresy  and 
punished  accordingly— 
with  purging  -  This-is  hdf 
out  of  malice;  in  the 
wrong  hands  fi,  e.  the 
hands  of  a  follower  of 
Dar  kness)*  a  scholar  of  the 
Art  might  become 
i^xtre  me  ly  da  ngero  us> 
A*sr>,  the  secrets  of  the 
Brotherhood  are  too  many 
:  and  too  dangerous  to  be 
Spread.  I  hp  re  fore  drop¬ 
outs  are  hontetf  dwfi 


Cardinal  Durand, 

Cardinal  Durand  has 
governed  the  Brotherhood 
longer  than  any  living, man 
can  remember  Before  he 
was  catted  upon  to  lead  the 
Brotherhood  he  was  the 
greatest  Mystic  and  sacred 
warrior  ever  known.  His 
insights  as  inquisitor  were 
remarkable  and  he  could  as 
no  other  man  before  wield 
the  ancient  powers 

He  is  an  imposing  man 
and  wears  clothes  and 
armor  outshining  even 
those  of  the  sacred  warriors 
or  the  Inquisitors,  He  is 
involved  in  all  matters 
concerning  the 
Brotherhood.  Cardinal 
DUrand  ^ always  ready  to 
lead  his  elite  guard  to  battle 
against  the  dark  apostles 
and  the  wind  that  is  trying 
to  blow  out  the  frail  candle 
that  is  humanity,  ^  ; 

The  Cardinal  is  the  mo  ft 
impressive  man  in  the  sdtar 
system.  He  stands  over  two 
meters  tali  and  his  broad 
features  enhanced  by  ...  . 

capes  he  wears.  He  is 


combat  an  rib  r* 


THE  BOOK  OF  LAW 

The  Word  has  been  collected  into  one  gigantic  tome,  the 
Book  of  Uw  This  book  forms  the  basis  of  the  mission 
and  the  Inquisition  and  all  the  faithful  carry  a  copy  of  the 
book  with  them  wherever  they  go 

The  book  is  written  on  sacred  paper  manufactured  by 
the  Mystics  of  the  Brotherhood  It  is  handwritten  by  the 
disciples  of  the  Third  Directorate  in  halls  protected  by  The 
powerful  Mystics  and  their  apprentices. 

The  Book  of  Law  is  used  by  the  preachers  of  the 
mission  when  addressing  the  masses.  It  is  used  by  the 
sacred  brethren  when  offering  advice  and  solace  to  the 
faithful,  it  is  used  as  the  lawbook  by  the  inquisitors. 
Wherever  the  Brotherhood  can  be  found  there  will 
also  be  the  Book  of  Law 


THE  CHRONICLES 

In  early  days  the  Cardinal  Nathaniel  recognized  the 
influence  of  the  Dark  symmetry  in  the  written  word 
When  studying  the  ancient  tomes,  registers  and  scrolls 
recapitulating  the  history  of  humankind,  ail  he  saw  was 
perverted  and  evil  and  infested  by  the  Darkness, 


The  Brotherhood  has  been  endowed  with  a  mission  to 
eradicate  the  Darkness  around  and  within  us.  This  is  the 
Calling  of  the  Cardinal.  This  mission  is  the  all  governing 
policy  of  the  Brotherhood  and  anything  interfering  with  it 
is  dealt  with  swiftly  and  with  extreme  measures 

The  mission  is  based  on  the  Word,  as  it  is  interpreted 
by  the  Cardinal,  and  the  Third  Directorate.  The  Calling  of 
the  Cardinal  is  central  to  the  mission  and  the 
Brotherhood  relies  heavily  on  strong  leaders  personifying 
the  Calling 

The  phrase  can  be  found  all  over  the  system,  shouted 
on  the  battlefields,  sprayed  as  graffiti  on  walls  and  as  the 
backbone  of  the  preaching  of  the  Inquisitors 


So  he  summoned  his  Lord  Scribe  Alexander  to  appear 
before  the  Cuna  and  assigned  him  with  the  task  of 
compiling  the  knowledge  of  the  Brotherhood  into  a 
Chronicle  And  as  the  first  Cathedral  was  erected. 
Alexander  personally  carved  into  its  sacred  marble  walls 
the  First  Chronicle,  out  of  reach  of  the  Darkness. 

And  as  to  further  deny  the  Dark  symmetry  any 
chances  to  distort  the  flow  of  history,  there  was  an  order 
from  the  Cardinal  himself  on  the  handling  of  the 
Chronicles,  saying  that  no  man  or  woman  for  times 
eternal  was  allowed  to  duplicate  the  Chronicles. 

And  as  more  Cathedrals  were  erected,  further 
Chronicles  came  to  adorn  their  indestructible  walls, 
untouchable  to  the  Dark  symmetry  and  ensured  to  last  as 
long  as  the  world  and  the  Brotherhood  itself 

Today,  the  number  of  Chronicles  have  reached  eight, 
each  one  engraved  into  the  walls  of  a  Cathedral.  They  are 
forbidden  words  to  speak  or  write,  and  not  even  the 
Keepers  of  the  An  themselves  dare  at  anytime  divulge 
even  one  word  of  the  sacred  scriptures  en  clair.  It  is 
forbidden  on  penalty  of  death 

The  pillared  halls  of  the  Cathedrals  are  always  filled 
with  apprentices  of  the  Brotherhood  who  learn  the 
words  by  heart  Commoners  and  visitors  are  allowed 
entrance  under  very  strict  surveillance  only; 
photographers  are  executed  on  the  spot. 


THE  ART 


Under  the  guiding  light  of  the  Cardinals  the  Brotherhood 
learned  how  to  tap  into  ancient  powers  long  lost  to 
common  man,  A  source  of  power  was  opened  up  and 
the  Mystics  devoted  their  lives  to  understand  and 
ultimately  control  this  new  force. 

Though  several  lifetimes  have  been  spent  studying 
this  force  of  life,  precious  little  has  been  learned  it  is 
known  that  it  can  be  controlled  by  be  mgs  pure  of  thought 
and  $oult  and  shaped  into  different  forms,  both  for 


achieved  powers  of  perception  far  beyond  the  normal 
senses.  They  are  spying  into  the  future  trying  to  predict 
the  flow  of  time  They  search  the  minds  of  millions  upon 
millions  searching  for  even  the  most  meager  trace  of 
Darkness  and  evil.  They  spy  into  the  darkest  chambers  of 
the  Dark  Legions  trying  to  find  the  way  to  their  undoing 
But  the  future  is  not  their  only  domain,  The  Mystics 
also  search  the  past,  scribing  the  events  that  shaped  our 
present  age. 


Inquisitor.  The 


>mfmt  and 


offensive  and  protectrve  purposes.  And  it  is  not  only  for  The  powers  of  the  Mystics  and  the  different  ways  of 
destruction  that  the  power  can  be  used  Mystics  who  controlling  the  Art  is  described  in  the  section  <iTheAn» 

have  devoted  their  life  to  the  Art  of  Premonition  have 


The  order  of  the  Brotherhood  is  strictly 
hierarchical.  The  leader  rs  the  Cardinal  and 
directly  under  him  is  the  Curia.  This  council 
of  highly  ranked  brothers  govern  the  four 
Directorates  which  in  turn  takes  care  of  the 
different  celts  under  their  authority 


THE  CARDINAL 

The  Brotherhood  is  led  by  a  worldly  and 
spiritual  leader,  the  Cardinal  His  power  and 
enlightenment  are  unquestionable  and  he 
has  been  given  the  authority  to  rule  the 
Brotherhood  until  he  is  called  into  the  light 
His  Calling,  and  final  goal,  is  to  purge  our 
solar  system  of  all  infestations  of  evil,  be 
they  the  Dark  Legion,  mutants  or  cesspits  of 
plague  and  degeneration.  This  eternal 
Calling  is  carried  on  from  Cardinal  TO  Cardinal 
and  will  be  their  eternal  mission  until  they 
have  succeeded. 

The  powers  invested  in  the  Cardinal 
gives  him  an  insight  into  the  spiritual  world 
unequalled  by  any  living  being  within  the 
sphere  of  light 

The  Cardinal  is  the  absolute  supreme 
leader  He  is  at  the  same  time  supreme 
commander  of  the  military  forces  of  the  | 
Brotherhood,  the  High  Inquisitor,  the  wisest 
and  most  powerful  of  Mystics  and  the 
foremost  preacher  of  the  Word. 


THE  CURIA 

Directly  under  the  Cardinal  is  the  Curia  This 
council  is  made  up  Of  highly  esteemed 
brothers  appointed  to  govern  parts  of  the 
Brotherhood's  sphere  of  influence. 

The  Curia  directly  governs  the  four 
Directorates  and  is  vested  with  the  power  to 
perform  internal  inquisitions,  investigations 
and  purging  at  will  The  Curia  only  answers 
to  the  Cardinal  and  the  High  Inquisition 
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Furv  Elite 
Guard,  A  Fury  Elite 
Guahd  is  easily  recognized 
by  his  armor,  which  has 
been  designed  with 
traditional  values  in  mind. 
Tire  armor  covers  the 
whole  body  and  is  made 
up  of  metal  chains  and 
lightweight  plates,  giving 
the  warrior  an  ancient 
appearance.  Weapons 
used  by  the  guard  are  the 
Deliverer  battlesword  and 
the  Protector  powershieid, 
along  wilh  a  holy 
Punisher  large  caliber 
automatic  gun  in  a 
holster.  Also  fastened  in 
the  belt  is  a  small  bag 
carrying  the  Book  of  Law. 


Inquisitors  are  the  most 


imposing  soldiers  of  the 
Biotherhood.  Dressed  in 
enormous  battle  armor 
|  formidable  warriors 

can  cut  doyvn  almost  any 
enemy  with  their  might, 
ft  Their  large  helmets  are 
:  :  ctesign«d  acccnfctgto  an 


possessing  powers  beyond  normal  men  Highly  trained 
in  the  Art  of  Warfare  they  are  among  the  most 
formidable  warriors  mankind  has  ever  produced.  They 
are  rivaled  only  by  the  best  of  the  Sacred  Warriors  and 
the  Doom  troopers  They  are  vested  with  an  enormous 
authority  and  wilt  never  hesitate  to  use  whatever  force 
necessary  to  eradicate  evil  from  the  worlds  of  humanity 
The  special  task  forces  of  the  Inquisition,  assigned  for 


THE  MYSTICS 


Under  the  Curia  work  the  foui  Directorates.  These  are 
departments  within  the  Brotherhood  devoted  to  one 
aspect  each  of  the  mission  They  all  have  one  area  of 
responsibility  and  have  almost  unlimited  authority  within 
this  area  Each  Directorate  is  divided  into  cells  and  each 
cell  has  its  own  network  of  cells  under  it 


The  First  Directorate  is  that  of  the  Mystics,  They  are  pure  assassination  missions,  are  referred  to  as  the 

divided  into  three  major  cells,  the  Distorters,  the  Seers  morttficators.  Inquisitors  specialized  in  stealth  and 

and  the  Changeuors,  covert  missions. 

The  Distorters  use  the  Art  to  manipulate  reality*  to 
create  physical  phenomena  for  offensive,  defensive  and  THE  MISSION 

divertive  purposes  They  are  the  masters  of  illusion  and  The  Third  Directorate  is  often  referred  to  as  the  Mission 

distortion  of  the  elements.  It  is  the  task  of  this  department  to  bring  forth  the 

Those  Mystics  devoted  to  the  secrets  of  the  mind  are  message  of  the  Brotherhood,  to  keep  it  and  nourish  it  so 

titled  Chancellors.  They  use  their  powers  to  search  and  that  it  will  not  be  lost  in  the  darkness  of  our  times, 
manipulate  The  minds  of  sentient  beings  They  have  the  This  is  the  largest  of  the  Directorates  and  is  divided 
power  to  look  behind  the  normal  mental  barriers  of  man  into  the  greatest  number  of  cells.  The  most  important  of 

and  to  understand  the  thoughts,  memories,  feelings,  these  are  the  cells  of  the  Mission,  the  Artifacts  and  the 

emotions  and  sub-conscious  activities.  They  are  possibly  Scribes, 

even  more  feared  than  the  Distorters.  The  Cell  of  the  Mission  spreads  the  Word  in  all 

The  Cell  of  the  Seers*  divided  into  the  Cell  of  the  manners  of  ways.  Using  both  their  own  and  the 

Prophets  and  the  Cell  of  the  Chroniclers,  researches  corporations'  media  channels,  the  Brotherhood  hammers 

the  past,  drawing  upon  mysterious  powers  to  look  back  the  viewers  with  messages  on  how  to  be  a  good  citizen, 

end  gaze  upon  the  history  of  man  Their  apprentices  and  how  to  recognize  the  spread  of  the  Darkness 

perform  the  eternal  task  of  writing  down  the  current  Preachers  walk  the  streets,  missionary  groups  visit 

events  of  the  world  and  depicting  the  flow  of  the  Dark  companies  and  factories,  speaking  the  Word  and  giving 

symmetry  for  future  Chroniclers  to  interpret.  Also,  they  the  people  someone  and  something  to  believe  in. 

channel  the  energy  of  the  dynamic  future  and  try  to  Through  this  and  the  media  the  Mission  spreads  the 

predict  the  flow  of  history  Word  to  billions  of  people.  This  is  also  used  by  the 

The  Keepers  of  the  Art  are  the  most  mysterious  of  Second  Directorate  as  a  source  of  information, 

the  Brotherhood's  Mystics  They  have  in  their  chosen  It  is  the  task  of  the  Cell  of  the  Artifacts  to  keep  and 
field  attained  such  insight  as  to  rival  that  of  The  Cardinal.  preserve  all  those  holy— end  unholy— artifacts  that  have 

They  are  extremely  powerful  and  form  the  inner  circle  seen  the  light  of  day  since  the  age  of  Cardinal  Nathaniel 

around  the  Cardinal,  acting  as  his  advisors  in  mystic  These  learned  men  and  women,  often  scientists  and 

matters  Mystics*  have  the  responsibility  of  tracking,  researching 

and  storing  these  items  of  power  and  also  destroying 
THE  INQUISITION  those  which  are  too  dangerous  for  mankind  to  keep 

The  Second  Directorate  is  the  Inquisition.  This  The  Cell  of  the  Scribes  have  a  tedious  but  very 
organisation  is  divided  into  several  minor  cells  where  the  important  task,  that  of  updating  and  learning  the 

most  important  are  those  of  the  Inquisitors,  the  Chronicles  and  the  Book  of  Law,  and  to  preserve  the 

Intelligence,  the  Sacred  Warriors,  other  military  units  hue  readings  of  all  parts  of  the  Word.  Under  the 

and  the  internal  and  external  investigations,  watchful  eye  of  the  interpreters — the  Archivists — and 

The  Inquisition  is  the  Cardinal's  most  important  the  Inquisitors,  the  scribes  fill  the  scriptoriums  in  this 

means  of  completing  his  enormous  task.  This  endless  but  essential  task.  No  faith  is  put  in  mechanical 

organization  controls  all  the  military  forces  in  direct  devices  as  3  means  of  copying  the  Word,  too  many 

confrontation  with  the  Dark  Legion  and  all  campaigns  are  machines  have  been  infested  with  the  Dark  symmetry 
led  by  High  Inquisitors.  for  them  to  be  reliable. 

The  inquisition  searches  for  Heretics  that  have  fallen 

under  the  sway  of  Darkness  and  the  agents  of  the  Dark  THE  A  D  M I N I  ST  R  AT  I O  N 

Legion  all  over  oui  solar  system.  The  Inquisitors  stage  The  most  worldly  of  the  Directorates  is  the  Fourth— the 

trials  and  investigations  condemning  those  who  have  Administration.  It  is  involved  in  the  everyday  running  of 

weak  souls,  forever  searching  for  those  who  have  the  Brotherhood  as  welt  as  the  supervision  of  the 

collaborated  with  the  Darkness  Spreading  the  cleansing  activities  of  the  megacorporations  Most  of  the  people 
fire,  the  Inquisition  has  the  authority  to  act  on  any  working  within  this  Directorate  are  diplomats  or 

judgment  they  make.  The  Inquisitors  themselves  are  businessmen 

always  ready  to  carry  out  their  sacred  mission.  One  of  the  mam  focuses  of  this  Directorate  is  to 

The  Inquisitors  are  elite  members  of  the  Brotherhood,  ensure  that  the  Brotherhood  has  enough  resources  to 
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Inquisitor 
Mauoris.  These  are 
senior  Inquisitors  and  ^re 
distinguished  by  their 
black  cloaks*  Another 
distinguishing  feaftireis 
the  helmet,  which 
indicates  the  rank  of  the 
Inquisitor  Majoris. 

jtr 

Mortificator.  The 

assassins  of  the 
Brotherhood,  dressed  in 
traditional  black  garments 
with  a  black  cloak  used  to 
confuse  enemies  in 
combat.  The  helmet  is  the 
traditional  Mortificator 
helmet  with  several 
advanced  targeting  and 
sensor  systems.  The 
donitjat  harness  is  also 
noticeable*  where  he 
keeps  a  grappling  hook 
and  several  types  of 
grenades. 

The  Mort  ificators  are  ||||||! 
armed  with  the  twin  §  T  4:i 
edged  Mortis  sword  and  a 
Nemesis  heavy  caliber 

elite  T»ooper.  Thj 

El.te  Troopers  are  given 
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carry  out  its  Mission.  These  resources  are  partly 
generated  by  conquests  and  through  donations  from  the 
faithful  but  a  large  part  stems  from  the  Brotherhood's 
financial  involvement  m  the  megacorporations  Through 
shares  in  associated  enterprises,  the  Brotherhood  can 
control  parts  of  the  operations  of  the  corporations.  This 
power  is  sometimes  used  to  make  demands  or  to  have 


the  corporations  back  down  on  important  Issues.  The 
diplomatic  operations  of  the  Fourth  Directorate  are 
extensive  and  are  carried  out  withm  the  Cartel  as  well  as 
directly  within  the  megacorporations.  The  diplomats  of 
the  Brotherhood  are  extremely  skilled  and  ruthless  and 
will  not  stop  at  threats  of  violence,  excommunication  or 
inquisitorial  investigations  to  obtain  their  goals 


THE  CATHEDRALS 


On  places  where  the  Brotherhood  has  established  a 
strong  presence  and  is  supported  by  a  large  number  of 
followers  it  is  customary  to  erect  a  cathedral 

Tbe  cathedral  i$  made  up  of  towers  of  immense 
proportions,  decorated  wrth  spires,  painted  lead  windows 
and  stone  gargoyles  Arches  and  huge  domes  create  an 
atmosphere  of  serenity  and  piety,  Statues  of  holy  martyrs 
and  sacred  warriors  stand  In  the  open  courts,  and  in  the 
endless  hallways  the  Cardinals  gaze  down  upon  their 
followers  Alt  to  create  ihe  impression  of  force,  power 
and  invincibility  The  cathedral  acts  as  a  symbol  of  the 
movement  and  as  a  gathering  place  for  the  followers.  All 


cathedrals  are  sacred  places  and  dedicated  both  to  the 
faithful  and  as  a  base  for  the  activities  of  the  Brotherhood 
The  enormous  cathedrals  house  military  bases,  the  secret 
departments  and  the  dungeons  of  the  Inquisition  as  well 
as  vast  halls  devoted  to  meditation.  In  larger  cathedrals 
there  are  deep  catacombs  given  to  the  Scribes  for  storing 
the  immense  libraries  of  the  Brotherhood 

The  largest  cathedral  is  of  course  the  Sacred  Dome 
on  Luna,  also  containing  the  sacred  tomb  of  Nathaniel, 
the  first  Cardinal  The  second  largest  cathedral—the 
Hieronymus  Dome— stands  in  Fukido  on  Mercury  and 
the  third  in  size  is  in  San  Dorado,  Mars, 


Trooper.  The 

standard  trooper  of  the 
Brother  hood  does  not 
differ  much  from  his 
counterparts  in  the 
megacorporations.  His 
coveralls  are  the  standard 
gray  and  white  and  his 
..equipment  similar  to 
iriany  other  troopers.  He 
is  armed  with  a  heavy 
assault  rifle  and  carries  a 
handgun  in  his  belt. 


Sacred  warrior. 

The  Sacred  Warriors  are 
drawn  from  every  level  of 
our  society.  Their  armor 
has  broad  shoulder  pads 
and  intricate  decorations 
on  the  armor  plates.  They... 
carry  an  AvehgBfeWord 
and  a  small  leather 
container  where  they  can 
keep  the  Book  of  Law.  The 
sword  is  at  the  same  lime 
an  indication  of  his  rank 
as  well  as  a  deadly 
weapon  along  with'a  large 
sCii  iber  a  utdmatic  carbi  ne . 


MILITARY 


Diplomas  the 
Advisor  is  distinguishec 
toy  the  runes 


Advisors.  Advisors 
are  often  Diplomats  who 
have  been  given  a  new 
position  as  Advisors  due 
to  their  intimate 
knowledge  of  the  Word. 

They  ere  present  at 
almost  alt  levels  in  ihe 
megacorporations  as 
observers  and  advisors. 

They  report  directly  to  ih© 
Inquisition  and  in  extreme 
case  §  to  the  Cardinal 
himself. 

Their  dress  is  similar -to  _.0> 
that  of  the  Diplomats  but 
the  colbr^#»psen  are  gt^ 
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DIPLOMATS,  The 

skillful  Diplomats  of  the 
Brotherhood  are  easily^ 
distinguished  by  their 
dress.  Made  up  of  several 
garments  they  trace  their 
origin  to  the  early 
Brotherhood  Colors 
favored  are  black  and  red 
to  tell  them  apart  from  the 
Advisors.  The  runes  on 
his  garb  is  a 
representation  of  the 
Calling  of  the  Cardinal 


The  military  forces  of  the  Brotherhood  are  many  and 
diversified.  The  most  famous  are  the  elite  guard  of  the 
Cardinal,  the  Fury,  and  the  devoted  soldiers  of  the 
inquisition,  the  Sacred  Warriors. 

THE  FURY 

The  Fury  consists  of  veteran  soldiers  with  years  of 
service  within  the  Brotherhood  and  a  proven  devotion  to 
the  cause  This  body  of  soldiers  acts  only  on  orders  from 
the  Cardinal  or  the  Curia  and  is  separated  from  the  rest 
of  the  Brotherhood.  It  is  trained  by  the  Cardinal  and  the 
Keepers  of  the  Art  and  only  hand-picked  Inquisitors  are 
allowed  to  command  them  in  battle. 

THE  TROOPERS 

The  remainder  of  the  military  might  of  the  Brotherhood  is 
governed  by  the  Inquisition.  This  covers  everything  from 
common  troops  to  the  elite  special  commandos  that 
have  gathered  under  the  banners  of  the  Brotherhood  to 
do  battle  against  evil  This  common  goal  and  the  work  of 
the  Third  Directorate  has  resulted  in  a  very  high  morale 
within  the  armies  of  the  Brotherhood  Deserters  are  few 
and  far  between,  and  the  fear  of  the  inquisition  is  as 
tangible  as  the  fear  of  the  evil  Darkness 

The  soldiers  of  the  Brotherhood  are  picked  from  the 
organizations  of  the  Brotherhood,  the  megacorporations 


and  the  free  enterprises.  A  large  number  are  volunteers 
and  these  make  up  the  bulk  of  the  Brotherhood's  troopers. 

All  soldiers  who  join  the  forces  of  the  Brotherhood 
receive  training  in  the  Art  of  Warfare  but  are  also  given 
lectures  from  the  Book  of  Law. 

THE  SACRED  WARRIORS 

The  Sacred  Warriors,  the  fanatical  soldiers  who  take  part 
m  the  battle  against  evil  come  from  every  part  of  society 
Brotherhood  troopers  sign  up  alongside  megacorporate 
Doormroopers.  They  have  one  factor  in  common, 
complete  devotion  to  the  cause  of  the  Brotherhood.  They 
have  been  given  the  task  to  eradicate  evil  from  our  solar- 
system,  and  nothing  will  stop  them  The  demands  on  a 
Sacred  Warrior  are  heavy  and  very  few  of  the  applicants 
are  given  the  honor.  Those  who  make  it  are  highly  thought 
of  and  gain  certain  privileges  no  other  citizen  enjoy  They 
are  often  sent  directly  to  the  worst  combat  areas  of  the 
system.  Torn  by  war  and  infested  with  evil,  these 
battlefields  provide  the  ultimate  test  of  faith  for  the  Sacred 
Warriors.  They  often  operate  behind  enemy  lines  and  form 
strategic  spearheads  when  major  offensives  are  launched. 

The  Sacred  Warriors  are  never  used  against  troops 
not  associated  with  the  Dark  Legion,  but  as  the  rot 
spreads  within  our  system  it  is  difficult  to  tell  when  evil  is 
at  large.  So  the  Sacred  Warriors  battle  on. 


CREATING  A  BROTHERHOOD  PLAYER  CHARACTER 


It  is  possible  for  players  to  create  characters  with  a 
background  as  Inquisitors  or  Mystics,  In  this  case,  it  is  a 
calling  for  life.  After  being  trained  as  an  Inquisitor  or 
Mystic  you  cannot  leave  the  Brotherhood  to  start 
adventuring  on  your  own  The  dedication  and  loyalty  to 
the  Cardinal  and  the  mission  is  too  great  to  be  overcome 
by  petty  quests  for  excitement  and  wealth.  Leaving  the 
Brotherhood  is  considered  heresy  and  punishable  by 
purging  Ideathl. 

At!  Inquisitors  and  Mystics  are  trained  from  an  early 
age  when  they  have  been  called  by  the  mystic  powers 
They  undergo  rigorous  physical  and  mental  training, 
transforming  their  bodies  and  minds  to  that  of  super¬ 
beings,  superior  to  normal  man  These  characters  are  the 
only  ones  who  will  ever  learn  to  master  the  mystical 
powers  of  the  Art. 

Being  an  Inquisitor  or  Mystic  is  no  easy  task.  The 


demands  are  high  and  the  trials  many  « Burn-outs 
inquisitors  that  fail  end  up  as  archivists  or  scribes. 

A  NOTE  TO  THE  GAM  E MASTER:  If  one  of 

your  players  insists  on  playing  an  Inquisitor  or  a  Mystic, 
inform  him  of  the  Vow  and  the  punishment  for  dropping 
out  He  can  participate  as  any  other  character  in  an 
adventure,  but  he  will  never  be  able  to  conceal  his 
allegiances,  and  he  must  never  oppose  the  Brotherhood, 

Independent  Inquisitors  and  Mystics  acting  under¬ 
cover  in  the  field  together  with  freelancers  are  rare,  but 
quite  possible.  It  isn't  even  certain  that  the  other  players 
know  of  the  Mystic's  true  identity,  but  as  a  Mystic,  he 
must  report  ail  signs  of  the  Darkness  to  his  superiors,  or 
combat  them  himself 

Refer  to  the  chapter  on  «The  Arts  for  further  details 
on  how  to  create  an  Inquisitor  or  Mystic  character, 


BROTHERHOOD  SWORDS 


AVENGER  SWORD 

They  large  Avenger  swords  are  used  by  most  Inquisition 
troopers,  both  to  indicate  their  status  and  as  dose 
combat  weapons  They  come  in  many  different 
versions,  the  most  advanced  having  multiple  integrated 
sensor-  and  alert-systems, 

W  L  STR  Dam  OH)  Dam  (2H1  Cost 

5.7  114  16  1d6+1  1d6+3  24.600 


MORTIS  SWORD 

The  Mortis  swords  are  forged  using  the  ancient  smithing 
methods  of  Mishima's  most  skilled  swordsmiths.  Today, 
they  are  only  used  by  the  mortificators  and  a  tew  special 
units  within  the  Mishima  security  service  They  are 
extremely  sharp,  easy  to  handle  and  easily  concealable 
The  scabbard  can  sometimes  be  used  as  a  blow-gun, 

W  l  STR  Dam  (IHf  Dam  (2H)  Cost 

1(7  65  8  1d6  1c*6+ 1  37.500 
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Instant  Justice 

At  the  long  table  seven  men  were  seated,  three  at  each  long  side  and  one  at  the 
head,  back  turned  against  the  large  stained  window.  They  were  dressed  in  the 
suits  common  to  the  high  officials  of  the  Capitol  corporation.  A  young  man  stood 
up  and  addressed  his  senior, 

«Why  has  the  Brotherhood  demanded  to  see  us  here,  today?  I  have  better 
things  to  do  than  to  sit  here  and  wait  for  them,  WeVe  been  sitting  here  for  two 
hours  now,  without  a  sign  of  them  showing  up.» 

The  man  at  the  end  of  the  table  made  an  impatient  gesture  to  the  young  man. 

His  voice  floated  across  the  room,  resigned  and  colorless. 

ifSit  down,  Jenkins.  They  will  come,  when  they  so  choose.  Remember  that.  As 
to  why  they  want  to  see  us,  I  can  only  guess,*? 

Six  heads  turned  towards  him,  the  question  evident  in  their  faces.  Jenkins  sal 
down,  a  frown  creasing  his  forehead.  The  older  man  continued  speaking,  as  an 
answer  to  their  silent  question 

*Capitol  is  the  most  powerful  free  corporation  on  the  worlds  of  humanity.  We 
strive  to  give  our  employees  the  best,  a  freedom  of  mind  and  will.  But  this  is  not 
enough  for  everyone.  There  are  those  who  crave  for  more  power  than  they  are  given 


Trust  in  the  Light 

The  dark  shape  of  Inquisitor  Thorsen  slid  down  from  the  opening  in  the  sewer-outlet.  He  was 
dressed  in  his  heavy  combat-armor  and  carried  his  (Hammer?,  the  trusted  Punisher  automatic 
pistol,  it  had  taken  him  several  hours  to  reach  this  far  down  into  the  catacombs  and  mazes  under 
the  city,  but  he  knew  that  he  was  on  the  right  track.  The  only  diversions  had  been  mutants  and  he 
let  the  -Hammer*  fall  mightily  on  them, 

Silently  he  dropped  to  the  floor  of  the  room.  It  was  dark  and  the  only  sound  was  that  of  dripping 
water.  Inquisitor  Thorsen  concentrated  and  lei  his  feehngs  reach  out  to  the  far  corners  of  the 
empty  hall,  searching  for  a  sign  of  life,  or  death. 

Then  the  wall  at  the  far  end  suddenly  tit  up  and  Thorsen  was  bathed  in  a  sickly  green  light,  his 
ears  ringing  with  an  insane  laughter.  His  mind  reeled  back  and  he  instinctively  erected  a  protective 
shield.  All  without  moving  an  inch,  never  showing  surprise  or  alarm. 

He  fell  the  shield  shudder  as  something  struck  it,  but  It  held  fast  and  Thorsen 
was  unharmed, 

He  let  his  eyes  fall  on  the  creature  standing  ten  or  twenty  meters  away  from 
him. 

tt  was  tali,  as  tall  as  Thorsen,  but  it  was  not  as  heavily  armored.  It  had  broad 
shoulders  with  long  Thin  arms,  hooked  claws  for  hands.  The  armor  was  covered 
with  writhing  patterns,  forever  changing  shape  and  color,  like  worms  or 
maggots.  From  his  head  sprouted  fat  worms,  moving  to  a  rhythm  Thorsen 
couldn't  hear,  reaching  out  towards  him,  beckoning  him  closei,  It  was  a 
nepharite.  one  of  Muawijhe's  lieutenants. 

Thorsen  felt  a  surge  of  satisfaction.  He  had  been  right,  there  was  something 
here. 

The  nepharite  regarded  Thorsen  with  an  insane  calm,  a  coldness  that  froze  the 
air  between  them.  Us  features  were  twisted  in  a  demented  grin,  and  as  Thorsen 
watched  the  nepharite  took  two  steps  forward,  bringing  out  a  large,  hooked 
sword  from  behind.  The  sword  seemed  to  quiver  as  it  was  turned  towards  the 
Inquisitor  and  Thorsen  could  faintly  hear  the  screaming  wind  from  far 
dimensions. 

Even  though  Inquisitor  Thorsen  knew  it  would  be  pointless  he  brought  up  his 
<Hammen  and  let  it  deliver  three  mighty  thunderclaps.  The  explosions  filled  the 
room  with  noise  and  the  smell  of  powder  but  was  also  followed  by  t  he  laughter 
of  the  beast.  The  bullets  had  struck  it  in  the  chest,  but  It  was  unharmed. 

With  care  Thorsen  bolstered  his  pistol,  never  letting  his  eyes  from  the  hideous 
apparition  and  brought  his  hands  to  the  sword  sheathed  on  his  back.  The  steel 
sang  as  it  was  removed  from  the  scabbard  and  the  runes  on  the  blade  glowed.  It 
shone  with  a  clear,  white  light.  Then  Thorsen  reached  up  and  removed  the 
ciasps  on  his  great  helmet,  revealing  hisdarkand  weathered  features.  As  the 
helmet  fell  to  the  floor  the  nepharite  took  a  step  backwards,  regarding  Thorsen 
with  a  puzzled  face. 

The  Inquisitor  was  smiling. 

This  would  be  a  battle  long  remembered. 


willing  to  use  an y  means  to  reach  that  goal,  There  are  even  those  who  would  turn  to  the  Dark 
Legion  for  aid>>» 

Jenkins  regarded  the  chairman  intensely,  then  let  his  gaze  wander  over  the  features  of  those 
gathered  with  him.  Some  looked  anxiously  back  while  a  few  turned  their  gaze  to  the  table, 

« Pardon  me,  Mr  Krajicek.  Are  you  telling  me  that  the  Brotherhood  is  coming  here  today  to 
discuss  infiltration  from  the  Dark  Legion?  At  what  levels?** 

The  question  was  never  answered.  Suddenly  the  doors  of  the  room  burst  open  and  the  frame  of 
the  archway  was  filled  with  the  imposing  figures  of  two  Inquisitors,  dressed  in  ceremonial  armor 
and  garb.  They  were  carrying  the  Book  and  each  was  armed  with  a  grotesque-looking  pistol,  The 
thick  black  barrel  and  muzzle  pointed  at  the  floor,  The  voice  of  the  senior  Inquisitor  was  filtered 
through  the  helmet,  but  you  could  still  hear  the  threatening  tone 
■<Okogawa,  Simmons,  Banks.** 

The  three  men  stood  up,  caught  in  the  spell  of  authority  radiating  from  the  Inquisitors. 
Krajicek*., & 

Causally  the  two  warriors  lifted  their  guns,  firing  two  shots  each.  The  bodies  of  the  men 
tumbled  down,  knocked  the  chairs  back  and  finally  rested  in  twisted  shapes  on  the  floor* 
Jenkins  fell  grateful  that  he  was  already  sitting  down,  choking  on  the  smell  of  blood  and 
gunpowder* 

Without  another  word  the  Inquisitors  turned  and  strode  out  of  the  room. 

The  Price 

General  Hawkins  stopped  at  the  door,  uncertain  if  he  should  proceed  or  not  Reluctantly  he 
raised  his  hand  to  knock  but  was  startled  as  the  door  opened,  A  soft  voice  drifted  out  from 
the  dark  room  inside, 

“Enter,  general.  We  have  been  expecting  yoiM 

Hawkins  stepped  into  the  circular  chamber,  It  was  thirty  meters  In  diameter,  and  twice 
as  high.  It  was  dark,  no  windows,  and  the  only  light  to  see  by  came  from  seven  flickering 
candles  placed  around  a  large  oak  table  in  the  center  of  the  room  Around  the  table  three 
robed  and  cowled  figures  sat,  suspended  two  feet  in  the  air.  As  he  took  another  step  into 
the  room  the  door  slowly  closed.  Turning,  Hawkins  strained  to  see  who  had  opened  the 
door,  but  all  he  could  see  was  darkness  and  fleeting  shadows. 

Uneasily  he  walked  up  to  the  mysterious  figures  in  the  middle  of  the  room,  stopping  a 
couple  of  meters  from  them.  A  voice  drifted  m  from  behind  him,  soothing  and  electrifying 
at  the  same  moment. 

i«So,  the  soldier  has  finally  turned  to  the  powers  of  the  fight.  You  seek  guidance,  so  that 
you  can  help  your  men.n 

Hawkins  closed  his  eyes  and  made  an  effort  to  steady  his  voice. 

“Yes,  I  need  to  know  what  the  dark  creatures  have  planned  for  tomorrow.  I  must  know.** 
Another  voice  chimed  in,  mixing  with  the  first,  confusing  Hawkins  who  had  to  strain  his 
senses  to  hear  what  the  voices  Lold  him. 

«U  is  true  that  we  can  show  you  the  future.  And  by  doing  that  you  could  be  able  to  save 
your  men.  But  remember,  the  future  has  a  price.. 

Hawkins  didn't  hesitate  a  second  He  knew  that  if  they  didn't  concentrate  thejr  forces  at 
the  right  place  tomorrow  the  Dark  Legions  would  sweep  through  his  defenses  like  a  tidal 
wave,  killing  all  and  leaving  the  city  open  for  plunder  and  pillaging 

“Show  it  to  me- 1  will  pay  your  price.” 

The  three  Seers  linked  their  hands  together  and  slowly  the  air  in  the  circle  they  formed  started 
to  swirl  and  change  colon  Soon  Hawkins  saw  the  battlements  of  the  fortress,  the  two  towers  at  the 
south  end.  And  there,  the  force  of  screaming  legionnaires  assaulting  The  battlements,  raising 
ladders,  firing  cannons  and  rocket-launchers,  quickly  breaching  the  wall.  Then  his  own  soldiers 
appeared,  well-prepared.  Now  he  knew  what  he  would  have  to  do. 

But  suddenly  his  gaze  Fell  on  a  familiar  figure.  He  could  see  a  man  wearing  his  own  armor, 
carrying  his  own  weapons,  leading  the  men  against  the  onslaught.  It  suddenly  dawned  on  him  that 
it  was  himself  he  was  seeing. 

Then  suddenly  the  vision  focused  on  the  general,  as  his  armor  exploded  and  he  fell  to  the 
ground,  soon  overwhelmed  by  the  Dark  Legions, 

In  shock,  Hawkins  cried  out  and  the  vision  disappeared.  The  voice  of  the  Seers  drifted  in  his 
mind. 

('This  is  the  price  you  must  pay.  None  can  glance  at  the  future  without  paying  the  price. » 


THE  DARK 
LEGION 

As  the  merchants  laid  claim  to  the  tenth  planet  they  woke  the  sleeping  beast,  may  Its  name  be  forever  cursed 
and  despised.  Greed  and  pride  led  their  steps  onto  the  path  of  eternal  damnation  as  they  turned  their  backs  on 
our  glorious  and  all-seeing  prophets,  ignoring  their  holy  warnings.  The  merchants  set  foot  on  the  planet  and 
defiantly  broke  the  chains  that  held  the  Darkness  at  bay.  In  their  pride  and  folly  they  also  opened  up  the  gates 
to  our  universe,  admitting  entry  to  the  evil  once  again. 

And  so  did  the  Dark  Legion  descend  upon  us,  howling  with  lust  for  destruction  and  corruption.  Snarling  and 


barking,  the  degenerate  wolves  bared  their  teeth,  smelling  the  blood  and  carnage  that  lay  ahead.  Hordes  of 
Heretics  were  whipped  into  an  evil  frenzy  by  the  Dark  Apostles  and  they  marched  under  cursed  banners 
towards  the  light  of  our  Brotherhood. 

It  was  the  followers  of  the  Cardinal  who  stood  against  the  Dark  Apostles  and  their  legions.  Scores  of  good 
men  and  women  answered  the  holy  calling  for  a  crusade  against  the  beasts  of  Darkness  and  so  the  battle  was 
begun. 

On  the  side  of  evil  stood  creatures  from  unholy  dimensions,  forever  doomed  to  burn  in  the  cleansing  fires  of 
damnation. 

Against  this  the  Brotherhood  raised  the  shield  of  righteousness  and  wielded  the  sword  of  truth. 

—  The  First  Chronicle,  The  Arrival  of  the  Darkness  and  the  Calling  of  the  Cardinal  \  Alexander  Horatio 


THE  ARRIVAL  OF  THE  APOSTLES 


The  Dark  Legion  is  evil  and  Darkness  incarnate  For 
untold  ages  the  Dark  Apostles  waned  to  gam  entry  to  our 
solar-system  and  begin  the  Dark  crusade  against 
humanity. 

ft  was  the  first  human  colonists  on  the  tenth  planet, 
Nero,  who  awoke  the  sleeping  horror  They  found 
unworldly  formations  and  seals  and  under  the  insidious 
influence  of  the  Dark  symmetry  released  the  Darkness 
from  its  bounds 

Doing  this  they  opened  the  gate  for  the  Dark  soul's 
allies  and  led  them  into  our  world  Soon  [he  weak- 
minded  and  those  of  Dark  thoughts  were  lured  by  the 
temptations  of  the  Apostles.  The  Darkness  sought  its 
nourishment  from  the  twisted  minds  and  corrupted 
thoughts  of  humanity  The  power  of  the  human  mind 
gave  the  Dark  soul  the  energy  it  craved  and  it  gave  birth 


to  the  First  Apostle,  Ilian,  the  Dark  Mistress.  Under  her 
guidance  the  Dark  symmetry  silently  assaulted  the 
worlds  of  man  and  laid  the  foundation  for  the  Darkness 
that  wa$  to  ascend  upon  us. 

As  the  despair  and  confusion  grew,  more  and  more  of 
the  citizens  of  our  solar  system  cned  out  in  anguish 
Nurtured  on  despair  and  anxiety,  Muawuhe.  the  Lord  of 
Insanity,  emerged  and  entered  the  realms  of  the  sleeping 
and  dreaming.  No  more  could  mankind  find  peace  in  the 
lands  of  sleep 

Humanity  tried  to  do  battle  against  the  Apostles  but 
could  not  lay  aside  their  own  petty  squabbles.  The 
Megacorporations  waged  their  wars  against  each  other, 
and  trust  was  wearing  thin,  From  this  the  Darkness  drew 
Semai,  the  Lord  of  Spite,  the  Nurturer  of  Revenge  To  him 
was  given  the  mission  to  turn  brother  against  brother,  to 


The  Steel 
Tablet 

The  V$t  men  who  landed 
on  Pluto  were  the  Imperial 
Conquistadors*  scientists, 
astronomers,  explorers 
and  astronauts  dedicated 
to  expanding  the 
knowledge  of  the  solar 
System  and  the  Universe. 

Here,  they  Found  the 
First  Steel  Tablet,  Buried 
kilometers  into  the  solid 
surface,  it  immediately 
responded  to  the  sensitive 
instruments,  puzzling* 
teasing  and  templing.  It 
was  only  a  matter  of  time 
before  the  Darkness 
would  manifest  physically 
in  the  worlds  of 
humankind,.  . 

There  are  no  pictures  of 
the  Steel  Tablet*  nor  any 
survivors  of  this  first 
encounter,  A  distant, 
scraping,  transmitted 
voice  told  us  about  a:: 
radiant  and. 
shimmering 
plaque  placed  in 
the  centre  of  a 


CREATURES 

The  creatures  of  the  Dark 
Legion  are  described  irf 
the  following  format,. 
Refer  lo  the  « Character 
generation  if  section  of  Lhe 
Rules  for  further  details. 

Movement:  Move¬ 
ment  ability  in  squares 
per  action  and  meters  per 
minute, 


corrupt  the  leaders  of  humanity  and  to  sow  the  seeds  of 
Darkness  in  the  minds  of  man 

The  scene  was  set  for  the  greatest  conflict  humanity 
had  ever  Faced,  On  one  side  stood  the  Brotherhood  and 
the  forces  of  the  Megacorporstions,  as  they  were,  and 
on  the  other  the  forces  of  Darkness  From  the  turmoil  of 
the  initial  skirmishes  and  battles  on  the  borderline  of 
Darkness  grew  Algeroth.  The  Demon  Lord  of  the  Dark 
Technology  and  the  Lord  of  Destruction.  He  took  the 
forces  of  the  Dark,  transformed  them  into  the  Dark 
Legions  and  gave  evil  a  might  with  which  to  devastate 
worlds 

Led  by  the  mighty  conqueror  the  hordes  of  Darkness 
marched  to  battle.  Relentlessly  they  threw  themselves 
against  the  defenses  of  our  forces  and  mighty  battles 
raged  across  the  solar  system,  On  every  world  the  fires 
of  war  burned  and  bodies  Uttered  the  fields  and  plains, 
Soon  Demnogqnis,  the  Fifth  Apostle,  gazed  out  across 
the  void.  Filth  and  plague,  famine  and  mutations  followed 
his  trail  as  he  slithered  from  world  to  world,  from 
battlefield  to  battlefield  He  infested  our  cities  with  the 
Heretic  mutants  and  spread  the  rot  of  Darkness  among 
our  troops. 


THE  AGE  OF  THE 
DARK  SYMMETRY 

This  was  only  the  beginning  of  the  Dark  time 

It  is  now  our  future.  Our  era  And  ours  is  the  most 
desperate  time. 

Plagues  and  mutations  spread  throughout  the  solar- 
system,  sometimes  whole  worlds  fall  victim  to  the 
destructive  powers  of  the  Darkness,  The  Dark  prophets 
and  the  corrupters  of  the  Dark  symmetry  agitate  and 
infiltrate,  aiming  to  bring  the  downfall  of  humanity  from 
within  In  this  they  are  aided  by  the  Heretics,  humans 
that  have  been  lured  by  the  promises  of  the  Dark 
symmetry  The  Heretics  destroy  the  very  foundations  of 
society  and  seduce  the  weak  to  serve  the  powers  of 
Darkness. 

On  the  battlefields  the  Dark  Apostles,  the  generals  of 
the  Dark  Legion  drive  their  twisted  legionnaires  and 
necromutants  to  attack  the  desperate  forces  of  humanity 
again  and  again. 

Driven  by  the  terrible  Nephantes  and  the  razides,  the 
lost  souls  of  the  Dark  Legions  battle  on  with  mad  frenzy 
and  energy  This  is  the  age  of  the  Dark  symmetry 


OB:  The  creature's 


The  Dark  Legion  has  a  supreme  power,  an  entity  so 
powerful  that  other  beings  are  mere  reflections  of  its 
might  This  entity  has  no  name  and  no  known  physical 
manifestation,  It  has  been  called  the  Great  Darkness  and 
the  Dark  Soul. 

None  but  the  Apostles  and  a  few  privileged  Neph- 


arites  have  ever  experienced  its  presence. 

In  secret,  outside  our  material  spheres,  this  being 
exists  and  works  its  unfathomable  plans  With  the 
patience  only  attainable  by  a  higher  entity  the  Darkness 
struggles  towards  its  final  goal  It  is  well  aware  that  its 
greatest  ally  is  time 


Offensive  Sonus* 

ACT/CR:  The  number 
of  actions  allowed  every 
OR, 


Avoid/Parry:  The 

creature's  SV  in  Avoid  and 

Paf.'Y- 

BP:s  and  Armor 
( AV):  In  this  table  is 
given  the  creature's  body 
points,  armor  and  armor 
value  in  each  part  of  the 
body, 

Attacks:  The  creat¬ 
ure's  natural  weapons  , 
(use  «Combat  SV<>>  and  . 

indipat^lPsxreaturi^  " ' 
preference  of  ettaefc  it  yvi!t. 


NEPHARITE  OVERLORD 
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NECROMUTANT 

Necromutants  are  alien  warriors  transformed  by  the  twisted  scien¬ 
ce  of  the  tekrons  into  beings  perfectly  adapted  to  combat  They  are 
massively  built,  with  broad  shoulders  and  muscular  arms  able  of 
carrying  almost  any  type  of  weapon.  Their  skin  is  the  color  of  soot 
and  their  eyes  expressionless  wells  of  darkness  Their  veins  pulsa¬ 
te  with  an  unholy  glow 

Even  though  sometimes  simple-minded  and  stupid,  necromu¬ 
tants  act  as  sub-lieutenants  in  Algeroth's  kohorts.  Followed  by  hor¬ 
des  of  legionnaires,  these  kohorts  of  up  to  50  warriors  will  fear¬ 
lessly  assault  even  the  strongest  fortifications.  The  necromutants 
also  serve  as  special  commandos,  sometimes  commanded  by  cen¬ 
turions,  and  honor  guards  of  the  nepharites 


DARK 

LEGION™ 


UNDEAD 

LEGIONNAIRE 

The  undead  legionnaires  make  up  the  bulk 
of  Algeroth's  assault  forces.  They  are  the 
reanimated  human  dead  of  the  battlefield, 
brought  back  to  life  by  necro-technology. 
This  procedure  remains  a  mystery  to  human 
scientists— it  is  assumed,  however,  that  it 
includes  a  long  stay  in  an  incubator  where 
the  twisting  flows  of  the  Dark  symmetry  can 
run  freely.  It  is  the  tekrons  and  the  mentors, 
both  creatures  of  Algeroth,  who  carry  out 
the  task  of  erasing  the  corpses'  soul  and 
mind  while  restructuring  the  organs  and 
flesh  to  match  the  ugly  face  of  the  Lord  of 
the  Black  Technology. 

The  ghoulish  twisted  grins  and  glowing 
eyes  of  the  undead  legionnaires  are  enough 
to  strike  fear  into  any  soldier's  heart.  Their 
equipment  and  armor  are  the  plunder  of 
combat  or  the  scarred  and  battle-worn 
remains  of  their  original  equipment,  often 
enhanced  by  necro-technology 

The  undead  legionnaires  are  mindless 
zombies  that  act  without  any  will  of  their 
own.  They  are  slaves  to  the  will  of  a  com¬ 
manding  nephante  or  Dark  Legion  superior, 
such  as  heretics  or  centurions. 
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POSTLES 


From  the  Dark  symmetry  the  five  Apostles  were  born. 
Feeding  on  the  confusion  and  fear  that  grips  the  human 
worlds,  these  Dark  generals  march  before  the  hordes  of 
evtl  engulfing  our  solar-system 

The  Dark  Apostles  are  the  five  most  powerful 
servants  of  the  Dark  Soul  and  they  command  its  worldly 
and  mysterious  armies.  They  have  been  given  the  power 
to  seduce  and  entrap  the  souls  of  the  weak,  to  create 


reality,  time  and  space  They  are  deities  to  the  untold 
souls  that  make  up  the  Dark  Legions  and  for  the  forever 
cursed  Heretics  that  have  betrayed  the  light. 

The  five  Apostles  are  each  unique.  They  all  have  their 
own  Dark  missions  and  control  their  own  legions.  These 
missions  are  all  part  of  the  complex  web  of  power  that 
the  Dark  Soul  is  weavrng,  where  the  final  victory  is  the 
extinction  of  mankind. 


and  lead  the  terrible  legions  and  to  distort  and  corrupt 


SIBLING 


All  the  Apostles  have  emerged  from  the  same  raw 
power,  the  Dark  symmetry  Their  ultimate  master  is  the 
Dark  Soul  but  otherwise  they  answer  to  no  one. 

As  the  First  Apostle,  Ilian  is  the  leader  of  the  five.  Her 
control  of  the  Dark  symmetry  is  unrivaled  and  is  her 


RIVALRY 


the  same,  the  quenching  of  the  last  light  in  our  soler- 
system,  they  have  a  certain  degree  of  cooperation.  Some 
powers  not  available  to  one  Apostle  may  be  given  by 
another,  but  at  a  cost.  This  bargaining  has  gone  on  for 
untold  ages  and  from  it  the  legions  of  the  Apostles  have 


Nepharite  of 
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..movement:  4/275 

OB:  4-4 


PECIAL  ABILITIES 

By  taking  hold  of  a 
victim  and  defeating 


victim  is  lost 


means  of  controlling  her  brothers.  Algeroth  is  the  Apostle 
that  openly  opposes  Ilian  and  actively  plots 
against  her  He  is  supported  by  Semai 
while  Demnogoms  and  Muawijhe  work 
their  own  Dark  and  mysterious  plans.  They 
do  not  openly  support  either  one  of  their 
mightier  brethren,  hoping  the  two  will 
clash  in  a  mighty  duel,  and  leave  the  scene 
open  for  the  other  Apostles 

Ilian  is  well  aware  of  the  rivalry  among 
her  lesser  km  and  the  plots  against  her  but 
stays  her  hand  as  she  still  has  to  answer  to 
the  Dark  Soul  as  do  her  brothers. 

Since  the  final  goal  of  all  the  Apostles  is 


emerged 


* 


ACT/CR:  6 
Avoid/Parry:  10 


BP:s  Armor  ( AV) 


Head  5 
Arm  9 
Stomach9 
Leg  10 
Chest  10 


none  3 
plate  8 
plate  10 
plate  8 
plate  10 


Attacks:  Grasp  (see 
below),  Gifts.  2-H 
melee  weapon 
Fields  of  expert¬ 
ise:  Combat  21.  Fire¬ 
arms  15,  Commun¬ 
ication.  18,  Movement 
19,  Technical  14 


THE  LEGIONS 


. 


I 


The  armies  of  the  Dark  Legion  are  made  up  of  scores  of 
lost  souls  imprisoned  by  the  technology  of  the  Dark 
symmetry,  infused  wuh  the  spirit  of  the  Dark  Soul 
Beings  from  other  dimensions  make  up  the  hierarchy 
under  the  apostles.  Each  Apostle  has  the  eternal  service 
of  the  Nephantes,  corrupted  by  the  nature  of  their 
master  The  Nepharites  act  as  lieutenants  in  the  legions 
and  command  the  hordes  into  battle 


They  exercise  total  control  over  their  subordinates  and 
the  slightest  mistakes  are  rewarded  with  a  fate  worse 
than  death. 

The  physical  appearance  of  the  Nephantes  varies 
greatly  depending  on  which  Apostle  they  follow  They  all 
strike  a  Dark  and  powerful  pose,  radiating  evil.  Sharp 
spikes  or  other  metallic  implements  cover  their  bodies 
Their  strength  is  reflected  in  their  faces  which  are  a 


Templar 
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Under  the  Nephantes  can  be  found  other  beings- 
some  human  Razrdes.  desparytes,  ezoghouls,  curators 
and  defilers,  all  can  be  found  in  the  ranks  of  Darkness 
They  have  been  created  by  the  Apostles  or  recruited  on 
distant  worlds  to  join  the  crusade  against  humanity.  Each 
Apostle  has  unique  beings  following  it. 

By  the  millions  the  legionnaires  gather  around  the 
banners  of  the  Apostles  The  bulk  of  the  Dark  Legion  is 


grotesque  mockery  of  man. 

The  blank,  staring  eyes  lack  pupils  and  the  deformed 
shapes  of  the  faces  are  macabre  nightmare  masks 
Nepharite  Overlords  do  not  conform  to  these 
standards.  As  they  grow  in  power  they  become  more 
twisted  and  corrupted  and  are  often  reborn  in  other 
shapes,  more  true  to  their  natures.  The  appearance  of 
these  Nephantes  varies  from  individual  to  individual. 


Movement:  4/275 

OB:  + 2 

ACT/C R:  3 

Avoio/Parry:  8 
BPisArhob  <AV) 

Head  3  plate  10 

Arm  6  plate  6 

Stomach  6  plate  7 

Leg  7  plate  6 

Chest  7  plate  7 

Attacks:  2-H  melee 
weapon  or  firearm 

Fields  of  expert¬ 
ise:  Combat  15,  Fire¬ 
arms  15,  Commun¬ 
ication  11,  Movement 
16,  Technical  8 

Special,  abilities: 

The  Templars  may 
sense  pain  and  fear  at  a 
range  of  50  sqs/75  m 
Their  senses  are  shar  p 
enough  to  aliow  them  to 
V  •  •  virh.ai 
beings  they  can  also 
sense  the  intention. of  ‘ijjjiiit 


made  up  of  these  doomed  souls,  prisoners  once 
dead,  taken  from  the  battlefields  and  given  a 
wretched  new  life  under  the  thrall  of  the  Dark 
symmetry  These  hordes  of  zombie  warriors 
mindlessly  charge  across  the  battlefields, 
overrunning  the  defenses  of  humanity 

THE  NE  PH  A  RITES 

Serving  under  the  Apostles  are  the  Nepharites, 
the  eternal  enemies  of  mankind.  The  Nepharites 
are  the  most  powerful  creatures  in  the  ranks  of 
the  Dark  Legion  and  act  as  the  officers  in  the 
army  of  Darkness.  The  evil  lieutenants  are 
ranked  in  a  strict  hierarchy  with  the  Nepharite 
Overlords  as  the  supreme  rulers.  They  only 
answer  to  their  Apostle. 

Every  Nepharite  has  powers  and  abilrties  that 
make  it  unique  Their  nature  varies  and  is 
ultimately  controlled  by  therr  Apostle,  Some 
Nephantes  have  a  great  understanding  of  the 
Dark  symmetry  and  wields  its  powers  in  the 
battle  against  mankind. 

The  Nephantes  are  the  most  competitive  of 
the  warriors  m  the  Dark  Legions  They  are 
experienced  and  have  the  ability  to  make 
decisions  on  thetr  own  and  their  loyalty  is 
without  doubt 


The  Dark  Legion  is  surrounded  by  an  aura,  Dark  and 
powerful  This  aura  is  known  as  the  Dark  symmetry  and 
is  the  legion's  source  of  power,  the  gate  to  the  Soul  of 
Darkness  From  this  complex  field  ot  power  the 
Apostles,  the  Nephames  and  the  Mystics  of  the  Dark 
soul  channel  their  evil  powers  Heretics  are  initiated  in 
the  use  of  the  Dark  symmetry  by  the  higher  beings  and 
cuftists  within  the  hierarchy  of  the  legions. 

Each  Apostle  represents  a  unique  pattern  in  the  Dark 
symmetry,  intimately  linked  to  their  mission  This  pattern 


gives  the  followers  of  the  Apostles  different  powers 
depending  on  which  master  they  serve. 


Ilian.  As  the  guardian  of  the  Dark  symmetry,  Ilian  is 
the  most  powerful  of  the  Apostles,  There  is  nothing  she 
cannot  accomplish  with  the  aid  of  the  Dark  Soul 


The  servants  of  Ilian  conjure  up  beings  from  other 
dimensions  and  open  portals  to  other  realms,  forever 
searching  to  destroy  the  forces  of  humanity.  They  walk 
the  Darkness  of  the  void  and  control  the  gates  between 
the  planes.  Their  destructive  powers  are  immense  and 
they  fill  the  minds  of  countless  millions  with  Dark 
dreams  and  terrible  visions. 


Avoid/Parry:  4 


m uawihje.  Muawijhe  uses  the  Dark  symmetry  to 
further  spread  insanity  across  our  worlds.  His  mages  are 
skilled  in  distorting  minds  and  senses  and 
inducing  terrible  visions.  They  also 
possess  the  secret  of  walking  across  the 
dimensions,  switching  between  realities 
at  will. 


semal  Semai  uses  the  Dark 
symmetry  to  spy  upon  the  worlds  of 
humanity  and  to  twist  the  realities  around 
us.  His  mystics  corrupt  innocent  victims, 
endlessly  trying  to  find  new  ways  of 
spreading  the  heresy  of  their  Lord.  They 
observe  the  flow  of  light  and  Darkness, 
predicting  the  movements  of  the 
Brotherhood  and  directing  the  forces  of 
the  Dark  Soul, 


algeroth*  In  the  Dark  symmetry 
Aigeroth  walks  the  path  of  fire  and 
destruction  The  mages  of  Algeroth  open 
gates  and  portals  to  other,  Darker  planes 
of  existence  and  dimensions.  Through 
these  gates  they  iure  deadly  beings  of 
unknown  creators  which  they  let  loose 
on  their  enemies. 


DEMNOGONis.  Most  of  ail  Demnogonis'  minions 
use  decay  and  rot  to  fulfill  his  mission.  His  mystics 
corrupt  and  inflict  decay  upon  our  solar-system,  forever 
searching  for  new  diseases  and  rotting  beings  to  spread 
the  disease 


BP:s  Armor  (  AV> 


Head 

Arm 

Stomach 
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Chest 


none  0 
none  0 
none  0 
none  0 
none  0 


Attacks:  1  H  meiee 
weapon  or  firearm 
(kratach)  ^ 

Fields  of  exper¬ 
tise:  CombatS,  Fire- 
arms  8,  Communication 
5,  Movement  13, 
Technical  16 

Special  abilities: 
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Dark  gifts:  none 


:  :  • 


'  >TTT^  v 

wvn 

HFt  > 


if '  ** 

TL 


THE  CITADELS 


Important  to  the  strategy  of  the  Dark  Legions  are  the 
citadels,  Mirroring  the  dark  citadel  on  Nero  they  strike  a 
deep  fear  in  the  hearts  of  man 

Dark,  twisted  and  wreathed  in  shadows  and  Dark 
clouds,  these  magnificent  structures  serve  to  further  the 
cause  of  evil  Swarms  of  Algeroth  rs  tekrons  and  their 
slave  labor  invade  the  newly  conquered  land,  and  in  only 
one  night  the  foundations  are  laid,  After  a  few  days  and 
nights  the  corrupted  cathedral  stands  finished,  covered 


with  the  Dark  and  secret  symbols  of  the  Symmetry 

The  citadels  have  several  functions.  They  act  as 
outposts  at  the  borderline  of  evil,  clearly  marking  their 
domains  They  also  provide  fortifications  against  the 
enemy  and  act  as  bases  and  training  camps,  prisons  and 
torture  chambers,  libraries  and  mystic  temples. 

The  lord  of  the  citadel  is  a  Nephame  overlord  He 
commands  the  military  force  of  the  citadel  which  is 
made  up  of  warriors  that  can  defend  the  citadel  against 
attacks  as  welt  as  carry  out  offensive  operations  of  their 
own.  An  important  role  of  this  cohort  is  to  bring  new 
victims  to  the  lord  of  the  citadel  so  that  the  ranks  of  the 
legions  may  swell 

If  the  lord  of  the  citadel  controls  the  Dark  symmetry 
10  a  high  degree  or  has  the  aid  of  the  Mistress  of  the 
Void,  he  can  open  gates  to  bring  new  beings  into  the 
battle.  These  portals  are  also  used  for  communication 
between  the  generals  of  the  apostles  and  their  masters. 

All  citadels  are  placed  according  to  a  complicated 
Symmetry  associated  with  each  Apostle.  The  signif¬ 
icance  of  this  Symmetry  is  only  known  to  the  Apostles. 

Ilian.  The  citadels  of  Ilian  are  huge  monasteries, 
with  arches  and  endless  stone-floored  corridors.  Here 
the  disciples  of  Ilian  are  trained  in  the  mysteries  of  the 
Dark  symmetry.  Like  hooded  monks  they  shuffle  from 
lecture  to  lecture,  ever  growing  in  power  and 


knowledge 

These  citadels  are  erected  in  places  where  the; 
Darkness  has  a  permanent  influence,  where  the  prying 
eyes  of  the  Brotherhood  cannot  reach.  Nero  and  Pluto*' 
are  her  major  strongholds  but  her  presence  is  strong  on 
Venus  as  well 

muawijhe.  Muawijhe  secretly  erects  his  citadels 
where  his  followers  have  strong  cults  or  where  insanity 
abounds,  The  number  of  citadels  are  relatively 
few  and  therefore  secrecy  is  stressed  when 
establishing  a  stronghold  It  15  often  only  by 
observing  the  behavior  of  people  that  one  has 
clues  to  the  presence  of  the  Lord  of  Visions,  as  j 
insanity  always  follows  in  his  trail 

semal  Semals  citadels  are  few  and  secret, 
situated  on  planets  where  the  influence  of  the 
Dark  Legions  is  strong  and  unchallenged.  Here, 
the  servants  of  the  Lord  of  Spite  tap  into  the 
powers  of  the  Dark  symmetry,  trying  to  find 
those  with  weak  minds 

The  majority  of  the  citadels  of  Semai  are  built 
within  the  structures  of  humanity,  in  the  jungles 
of  Venus,  on  the  plains  of  Mars  and  deep  in  our 
Metropolises  They  vary  greatly  in  design  but 
have  one  feature  in  common,  the  mirrors 
through  which  the  Heretics  and  the  corrupters 
maintain  contact  with  Semat  and  spy  on  the 
weak  minded. 

The  smaller  citadels  function  as  places  of 

-  worship  for  cults  as  well  as  hiding  places  for  the 

agents  of  the  Liar,  Only  the  larger  and  stronger  citadels 
are  governed  by  a  Nephshte,  since  his  presence  would 
surely  attract  The  attention  of  the  Brotherhood. 

algeroth.  Algeroth  has  3  great  need  for  bases 
from  which  he  can  launch  and  replenish  his  forces.  He 
therefore  tries  to  build  his  citadels  in  well-protected 
areas  hidden  from  the  prying  eyes  of  the  Brotherhood. 

The  citadels  are  also  important  manufacturing  ind¬ 
ustries.  Algeroth's  need  for  new  weapons,  more 
legionnaires  and  creatures  for  his  Dark  Legions  is 
endless.  Therefore  large  parts  of  Algeroth  s  citadels 
consist  of  mechanical  and  biotechnological  plants  where 
the  tekrons  and  their  slaves  constantly  toil  with  new 
designs. 

demnogonis.  The  twisted  towers  of 
Demnogonis  can  be  seen  wherever  major  battles  have 
ravaged  the  soil  and  left  deep  scars  in  the  surroundings. 

To  these  citadels.  Demnogonis  brings  victims  capt¬ 
ured  on  the  battlefields  to  use  as  raw  materia!  for 
developing  new  and  wasting  plagues.  Huge  halls  are 
devoted  to  the  research  and  the  stench  of  death  and  rot 
rises  from  each  corner  in  the  buildings.  Deep  pits 
contain  those  not  yet  blessed  with  the  corruption  or 
those  too  diseased  to  be  of  any  use,  even  for  the  great 
Befouler 
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THE  MISTRESS  OF  THE  VOID 


Ilian  was  the  first  of  the  Apostles,  the  Harbinger  of 
Darkness  and  the  Mistress  of  the  Void  She  was  the  first 
bom  of  the  Dark  Soul,  the  first  to  enter  the  minds  of 
mankind  She  is  the  guardian  of  the  gate,  the  keeper  of 
the  Dark  symmetry  and  she  wields  magnificent  powers. 
Ilian  is  the  most  powerful  of  the  Apostles  and  keeps 
dose  watch  over  her  lesser  brethren.  As  they  gam  in 
power  her  control  over  them  diminishes  and  a  rebellion 
agarnst  her  draws  ever  closer  as  the  grip  on  the  human 


worlds  grows  tighter  and  victory  seems  at  hand. 

But  Ilian  grows  tn  power  as  the  Darkness  claims  more 
and  more  lives,  She  drinks  in  the  essence  of  destruction 
and  revels  in  the  despair  and  desolation  that  follows  in 
the  wake  of  war  and  destruction  As  the  Dark  Legions 
march  over  the  shattered  forces  of  humanity  Ilian  casts 
an  ever  growing  shadow  over  our  worlds. 

Her  power  lies  in  her  intimate  control  of  the  Dark 
symmetry.  With  this  she  conjures  up  beings  from  other 
dimensions  and  opens  portals  to  other 
~|  realms  Dark  beings  of  immense 
|  power  fill  the  ranks  of  Ilian's  legions 
and  creatures  of  Darkness  crawl 
before  their  marching  feet. 

Her  appearance  radiates  a  precise 
and  cold  beauty,  enhancing  her  true 
evil,  Lnhe  and  seductive,  her  long 
black  hair  hangs  down  to  her  waist, 
contrasting  her  pale  skin.  She  is 
clothed  in  the  Darkness  of  space  and 
mystical  runes  adorn  her  robes. 
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Movement:  5/325 
ob:  +3 
ACT/CR:  6 
Avoid/Parry:  9 

BP;s  Armor  <  av> 
Head  4  none  2 

Afar  B  none  3 

Stomach  8  plate  8 

Leg  9  none  3 

Chest  9  plate  8 

Attacks:  Kiss  (see 
below).  Gifts,  ^Tzoteth^, 
or  rShnekeftv^ 


FIELDS  OF  EXPERT¬ 
ISE:  Combat  19,  Fire¬ 
arms  15,  Commun¬ 
ication  18,  Movement 
XT,  Technical  16 

SPECIAL  ABILITIES: 

The  Krss  of  Muawijhe 
has  a  base  chance  of  10. 
■Ml  It  win  drained® 


ILIAN 

From  the  nothingness  of  the  void  she  emerged,  The  Cardinal  stirred  in  his  sleep,  knowing  in  his  bones  that  the 
world  was  changed  and  that  new  powers  were  rising.  Strange  tidings  were  brought  before  the  Cardinal, 
omens  of  ill  portent.  The  seventh  star  in  the  seventh  constellation  was  eclipsed  and  no  light  did  reach  our 
worlds  from  that  shining  beacon,  the  Guardian  of  the  Gate. 

On  Earth,  tidal  waves  surged  over  the  land  leaving  many  dead  and  even  more  homeless.  In  the  city  of 
Mefhusalem  the  sky  was  dark  with  clouds  of  blood  for  thirty  days  and  thirty  nights.  And  in  the  dreams  of  man 
the  dark  beast  howled  at  the  moon. 

The  prophets  first  told  of  the  Mistress  of  the  Void  as  she  spoke  to  them  in  their  dreams.  She  wandered  the 
shrouded  paths  of  the  art,  stealing  into  the  corners  of  our  minds.  Feeling,  observing  and  learning,  Ilian  made  no 
mistake  as  she  entered  our  world. 

Portals  to  other  dimensions  were  opened  and  through  them  the  Mistress  of  the  Void  called  the  keepers  of 
the  Dark  symmetry.  They  did  emerge  and  brought  with  them  the  secrets  of  shaping  the  Darkness.  So  the 
Mistress  of  the  Void  became  the  guardian  of  the  profane  secrets. 

—  The  Second  Chronicle ,  Ilian  and  the  Dark  symmetry  \  Plinius  Varro 


R* 


LEGIONS 


Ilian  was  the  first  of  the  Apostles  and  has  gathered 
around  her  creatures  summoned  from  other  distant 
planes,  twisted  abominations  skilled  in  the  crafts  of  the 
Dark  Weaving  the  fragile  threads  of  the  symmetric  loom, 
they  shape  the  energies  to  assault  humankind's  forces. 

The  combat  troops  of  Ilian  are  tew  and  concentrated 
to  her  citadels  Many  of  her  lieutenants  act  as  observers 
and  take  active  parts  m  the  battles  fought  by  the  other 
Apostles  They  lend  their  powers  to  aid  the  Darkness  as 


well  as  furthering  the  cause  of  Ilian. 

THE  NEPHAR1TES 

The  Eternal  enemies  that  make  up  the  higher  echelons  of 
Ilian's  court  are  magicians  and  powerful  warriors.  They 
can  open  portals  to  other  planes  where  they  gather  their 
legions  to  fill  the  dark  ranks  They  act  as  Ilian's  observers 
and  Advisers  to  the  other  Apostles. 

The  Nepharites  of  Ilian  are  dressed  tn  simple  tunics, 
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BP;s  Armor  <  AV  i 
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Arm  9  none  4 

Stomach  9  none  5 
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covered  with  the  symbols  of  the  Harbinger  of  Darkness. 
Over  these  tunics  they  carry  heavy  plate  armor,  forever 
covered  in  ice  and  frost  from  the  cold  void. 

Ilian's  Nephantes  are  covered  in  living  chains  ending 
in  wicked  hooks  The  chains  weave  back  and  forth 
according  to  the  will  of  their  master  and  are  used  to  trap 
and  tear  victims  apart  In  addition  to  these  the  Nepharite 
carries  a  heavy  close  combat  weapon,  often  endowed 
with  dark  powers 

The  Nephantes  of  Ilian  all  have  a  special  ability  Upon 
grasping  a  victim  they  may  envelop  him  in  the  Darkness 
of  space,  sending  the  unfortunate  soul  into  the  endless 


under  the  armor.  These  systems  and  the  heavy  armor 
give  the  Templars  a  unique  advantage  on  any  battlefield 
A  Templar  will  never  take  cover  and  will  march 
relentlessly  towards  its  enemies,  spreading  death  and 
destruction  on  its  way. 

The  Templars  possess  minds  perfectly  attuned  to 
combat.  They  can  sense  waves  of  pain  and  fear  from  far 
away  and  Thereby  sense  the  direction  of  any  battle  dose 
to  them.  They  can  also  sense  the  intent  of  those  causing 
pain  and  are  therefore  used  as  guards  at  Ilian's  citadels 
and  temples 


void.  There  his  soul  is  hunted  forever  by  the  wild  hum  of 

titan. 

THE  TEMPLARS 

Guarding  the  citadels  of  Ilian  are  the  Tempuas,  or 
Temple  Guards,  a  secret  race  of  half-mechanical 
warriors  Ilian  have  taken  them  from  their  native  plane  of 
existence  and  fulfilled  their  wishes  for  endless 
destruction  and  conflict. 

They  are  shaped  like  humans  but  with  massive 
bodies.  Their  powerful  physique  enables  them  to  carry 
heavy  armor  and  weaponry  and  still  maintain  mobility. 

Their  true  appearance  is  unknown  as  they  always 
wear  heavy  armor  and  clothing  decorated  with  the 
forever  swirling  stars  of  their  Mistress,  A  spiked  helmet 
covers  the  head  and  is  connected  to  protective  systems 


THE  CHILDREN  OF  ILIAN 

Among  the  followers  of  Ilian  are  a  race  of  servants 
simply  referred  to  as  the  children  of  Ilian  These  are 
diminutive  beings  with  twisted  and  deformed  bodies. 
Their  skin  is  pale,  almost  transparent.  The  children  have 
long  arms  and  short  legs  and  their  large  head  is 
connected  to  pulsating  tubes  linking  the  brain  to  the 
central  nervous  system.  Their  faces  glow  with  demented 
mirth  and  they  speak  in  high  squeaking  voices,  endlessly 


gibbering  meaningless  phrases. 

In  their  tool-belts  they  carry  small  devices  of 
necrotechnoiogy.  These  are  used  for  repairing  damaged 
equipment  or  constructing  new  and  twisted  designs 

The  children  are  used  as  servants  by  the  more 
powerful  m  the  ranks  of  Ilian  They  do  not  normally 
participate  in  combat  but  might,  if  they  are  present  in 
large  numbers,  attack  larger  enemies  in  a  blood-curdling 
frenzy. 


MUAWIJHE 

h  was  the  great  prophet  Aglialos  who  spoke  of  the  lord  of  Visions. 

In  dreams  the  Dark  lord  had  first  emerged,  bringing  with  him  fools  and  jesters  to  make  merry  in  the  minds 
of  man.  Howling  hordes  were  released  to  haunt  our  dreams,  leaving  us  no  rest  or  peace. 

In  Ns  dreams  Aglialos  wandered  far  and  wide,  searching  the  flows  of  the  future.  He  walked  across  the  Fields 
of  Desolation  and  found  that  his  steps  had  taken  him  to  the  great  necropolis.  But  the  gates  were  closed  and  try 
as  he  might,  Aglialos  did  not  have  the  power  to  open  them. 

In  hrs  anger  the  great  prophet  shouted  a  mighty  challenge  to  the  powers  that  held  the  gates  shut. 

With  a  flare  of  trumpets  and  piping  flutes  the  gates  did  then  open.  From  the  gaping  maw  of  the  portal  there 
emerged  hideous  creatures,  wildly  dancing  and  laughing.  Strange  colors  filled  the  skies  and  Aglialos  felt  the 
flow  of  reality  shy  back  and  pure  insanity  fill  its  wake. 

And  then  did  the  Lord  of  Visions  appear.  He  filled  the  portal  In  his  might  and  the  snakes  that  sprouted  from 
his  head  danced  as  if  enthralled  by  the  music. 

Muawijhe  then  held  up  his  hand  to  the  great  prophet  who  could  take  no  more.  Turning,  he  ran  for  the 
safety  of  his  cell,  to  the  light  of  the  Brotherhood. 

—  The  Foufth  Chronicle*  The  Arrival  of  Semai  and  Muawijhe  \  Lapidius  Asolvos 
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THE  LORD  OF  VISIONS 


Movement:  3/175 


Lord  of  Visions,  the  Demon  of  Screaming  Insanity,  both 
are  names  given  to  Muawijhe  He  invades  the  dreams  of 
man  and  nurtures  the  insanity  latent  in  our  minds 
Spinning  his  webs  of  confusion  and  terror  he  rules  the 
insane  and  weak  minded  Walking  between  the 
dimensions  of  reality  and  insanity  he  is  an  intangible 
shadow  shutting  out  the  light  of  the  Brotherhood. 

In  his  hordes  march  the  mad  and  demented  fools 
snatched  from  the  comforting  warmth  of  humanity  and 


thrown  into  the  insane  legions  of  Muawijhe.  His 
followers  are  widespread  and  his  secret  citadels  open  up 
the  realm  of  dream  for  him  and  his  nightmare  beasts  all 
over  the  solar  system 

Twice  as  tall  as  a  man  with  broad  shoulders  and  long 
thin  arms  ending  in  clawed  hands,  the  Lord  radiates  total 
and  pure  insanity  but  remains  a  perfect  calm  in  the  eye 
of  the  storm  He  is  dressed  in  armor  made  out  of 
dreamstuff  distilled  from  the  insanity  of  his  legions  His 
clothing  is  covered  with  writhing 
patterns  constantly  changing  both 
shape  and  color,  forever  pulsating 
with  light.  His  wide  cloak  shows 
the  images  of  captured  dreamers 
streaming  over  the  fabric  like 
clouds  over  the  sky,  twisted  in 
insane  screams  forever  trying  to 
find  the  way  out  From  his  belt 
hangs  Jong  chains  and  hooks 
which  he  uses  recapture  his  prey 
From  his  head  sprouts  huge, 
fat  worms,  constantly  moving  to 
the  symphonies  of  insanity.  They 
seem  to  forever  crawl  out  of  the 
Lord's  head  and  reach  out  for 
victims  for  they  can  with  the 
slightest  touch  drive  a  man  over 
the  cliffs  of  insanity.  They  tear 
down  any  wails  the  victim  may 
have  and  drowns  him  in  pure 
insanity  There  is  no  return  and 
anyone  exposed  is  transformed  to 
a  screaming,  drooling  idiot  forever 
bound  to  the  service  of  the  Lord 
of  Visions. 


OB: 

ACT/CR:  2 


avoid/Parry:  3 

BP:s  Armor  ( AV ) 

Head  3  none  0 

||®  5  none  0 

Stomach  5  none  0 

Leg  6  none  0 

Chest  6  none  0 

Attacks:  wind  of 
insanity  (see  below),  _  . 
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melee  weapon 
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Special  abilities:  A 
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ZEN  ITH  I  AN  SOU  LSI- AYERS 

Following  the  Sreaming  Legionnaires,  whipping  them  to 
a  frenzy  and  steering  their  destructive  powers  at  their 
enemies  are  the  zenithian  soulslayers,  Huge  monsters, 
three  meters  or  more,  they  tower  behind  the  ranks  of 
the  doomed,  often  surrounded  by  a  squad  of  demented 
drummers  and  pipers. 

The  Zenith  ian  Soul  slayers  are  vaguely  humanoid  in 
shape  with  a  torso  and  a  head,  two  arms  and  two  legs 
There  the  similarity  ends,  The  head  is  long  and  the  lower 
part  taken  up  by  two  enormous  jaws,  devoid  of  lips  and 
twisted  into  a  hideous  grin.  The  two  eyes  burn  with  the 
fires  of  hate. 

The  arms  are  long  and  end  in  terrible  claws,  razor- 
sharp  and  dripping  in  slime.  The  legs  are  powerful  and 
permit  movement  at  high  speed  Protruding  from  the 
back  of  the  Zenithian  Soulslayers  are  two  twisted  blades 
made  out  of  hard  bone.  These  blades  are  connected  to 
powerful  muscles  and  may  be  used  as  pincers,  cutting  a 
victim  in  half.  The  tail  may  also  be  used  as  a  thrusting 
weapon, 

The  Zenithian  Soulslayers  act  as  officers  of  the 
Screaming  Legions,  taking  command  over  the  Screaming 


Avoid/Parry:  8 

bp:s  Armor  ( AVi 

Head  4  none  4 

Arm  B  none  4 

Stomach  8  none  4 

Leg  9  none  4 

Chest  9  none  4 

Attacks:  Gift,  2-H 

weapon,  firearm 
Fields  of  expert* 
ise:  Combat  16,  Fire 
arms  13.  Commun¬ 
ication  21r  Movement 
14.  Technical  23 
Special  abilities: 

By  taking  hold  of  a 
victim  with  the  Gift  OF 
possession.  The 
Nephamp  t —  - 

-  isik , 

thus  ch^h  ny  a  Hem 
Legionnaire,  The  i;::-  ^ 


THE  NEPHARITES 

The  Nlepharites  of  Muawijhe  resemble  their  master 
They  mirror  his  appearance  but  not  the  calm  control  over 
insanity  their  master  possess.  They  act  as  generals  in 
the  Screaming  legions  and  Their  sole  purpose  is  to 
spread  the  madness  and  the  terror  and  collect  those 
who  have  been  smitten  by  the  Dark  Lord's  presence 
The  Nephantes  of  Muawijhe  are  able  to  travel  between 
the  realms  of  reality  and  nightmare  without  hindrance,  all 
to  please  their  master's  thirst  for  new  souls 

From  this  mouth,  the  Nepharite  can  throw  forth  a 
black  wormlike  tentacle  that  if  it  touches  a  victim  unites 
the  poor  soul's  mind  with  Muawijhe 's.  The  effect  of  the 
Kiss  of  Muawijhe  results  in  the  creation  a  new 
Screaming  Legionnaire, 


ACT/C  R:  5 


Movement:  5/325 
OB:  +3 


The  legions  of  Muawijhe  are  made  up  of  the  creatures 
that  haunt  our  worst  nightmares  and  the  insane 
legionnaires,  twisted  beings  driven  over  the  edge  by  the 
powers  of  the  Lord  of  Screaming,  He  has  gathered  his 
hosts  around  him  over  the  years  and  his  ranks  constantly 
swell  with  new  victims  dnven  insane  by  the  Darkness  of 
our  times. 


Nepharite 

SEMAi 

STR 

INT 

COR 

PHY 

MST 

PER 


OF 


Legionnaires,  pushing  them  into  combat  and  keeping 
them  in  line 

THE  SCREAMING 

LEGIONNAIRES 

In  the  minds  of  man.  in  the  corner  of  our  dreams  and  on 
the  endless  battlefields  the  Screaming  Legionnaires 
dance  and  taunt  Dressed  in  ragtag  uniforms  and  forever 
screaming  they  roam  both  the  material  planes  and  the 
insane  worlds  of  their  master 

The  Screaming  Legionnaires  are  humans  who  have 
been  drawn  into  the  insanity  of  Muawijhe.  Their  bodies 
are  twisted  into  spasms  and  uncontrol  fable  fits  and  their 
minds  have  withered  Only  the  screams  of  their  master 
fill  their  life 

The  legionnaires  are  dressed  in  whatever  clothing 


Legionnaires  carries  a  wide  spectrum  of 
from  howling  pipes  to  beating  drums  and  singing  harps 
Their  power  lies  in  their  ability  to  channel  the  dark 
insanity  that  surrounds  us.  By  performing  a  wild  dance,  a 
screaming  legionnaire  is  able  to  channef  this  force  and 
create  a  whirlwind  of  power,  which  travels  across  the 
battlefield  engulfing  unknowing  victims.  The  whirlwind 
assaults  the  mind  of  its  victim,  burning  il  out  and  leaving 
nothing  but  an  empty  shell.  The  legionnaires  may 
combine  their  powers  creating  larger,  more  powerful 


whirlwinds 


Some  legionnaires  make  up  special  troops  armed  only 


with  instruments  twisted  by  the  dark  technology  The 
music  from  these  instruments  has  the  ability  to  shape 


and  distort  the  nature  of  things  and  are  also  able  to 


channel  the  powers  of  the  Dark  symmetry 


they  can  salvage  on  the  battlefields*  giving  them  a 
colorful  and  bizarre  appearance.  They  are  mostly 
armed  with  close  combat  weapons  and  light  missile 
weapons,  in  addition  to  this  the  Screaming 


r  r 


r 


I 


TECHNOLOGY 


The  special  weapons  used  by  Muawijhe’s  legions  are  all 
created  from  the  insanity  o f  the  Lord  of  Vision  and  reflect 
his  nature, 

SHRIEKETH 

The  Screaming  Legions  are  armed  with  weapons  forged 
from  the  insanity  their  master  wields  The  shriekfth 
vaguely  resembles  a  conventional  gun  but  have  been 
constructed  from  organic  material  It  is  covered  with 
tubes  and  cables  and  the  wntbing  patterns  that  are  the 
marks  of  Muawijhe  The  weapon  is  capable  of  firing 
twisted,  hooked  spikes  and  has  the  ability  to  tear  through 
even  the  thickest  armor 


Anyone  that  is  hit  by  a  spike  and  survives  is  within  a 
few  hours  caught  in  the  web  of  insanity  and  is  doomed 
to  serve  the  screaming  legions  forever 

for  the  gam  EM  ASTER:  If  the  victim  takes  at 
least  one  point  of  damage  in  any  body  part  he  must 
make  a  Hard  MST-noll.  If  it  fails,  he  will  begin  to 
transform  into  a  Screaming  Legionnaire  within  1d6  hours. 
The  process  can  only  be  canceled  with  a  successful  Aa  r 
of  Exorcism  of  the  second  magnitude  being 
performed  on  the  victim,  else  he  is  forever  tost  to 
humankind 


FUNC  RANGE 

M  20/30 


STR  RT  JF 

12  1  9 


TZOTETH 

The  tzotetn  is  a  heavier  support  weapon  based  on  a 
principle  simitar  to  that  of  the  common  flamer.  It  fires 
gusts  of  insanity  which  envelop  the  victims  in  a  black  sea 
of  fire*  crawling  like  a  demented  beast  over  its  target's 
body  The  effect  is  devastating  and  any  person  hit  is 
immediately  struck  by  an  attack  of  pure  madness  The 
brain  and  blood  of  the  weak-minded  begins  to  boil  from 


the  heat  and  blisters  form  on  the  skin  After  a  few 
seconds  the  victim  is  totally  engulfed  in  black  flames  and 
is  incinerated 

for  the  gamemaster:  Treat  as  an  incinerator 
attack.  Any  person  that  is  subject  to  a  successful  attack 
roll  must  make  a  Normal  MST-roli.  If  it  fails,  he's  dead 


FUNC  RANGE 

M  30/45 


STR  RT  JF 

25  6  10 


SEMAI 

As  the  glorious  crusaders  lifted  their  arms  and  marched  towards  the  Darkness  on  the  battlefield,  the  Inquisitors 
took  up  the  challenge  of  an  even  greater  peril 

For  Semai,  the  Lord  of  Spite,  spread  his  poison  over  the  worlds  of  humanity,  snaring  those  who  lusted  for 
power  and  perverted  pleasures.  The  Darkness  grew  from  within,  corrupting  our  society  like  a  cancerous 
growth. 

The  Inquisitors  left  no  stone  unturned  as  they  sought  out  the  evil  ways  and  the  signs  of  corruption.  But 
even  the  light  from  a  thousand  cleansing  fires  could  not  banish  the  Darkness  within  ourselves. 

The  whispers  of  Semai  did  turn  brother  against  brother,  mother  against  daughter,  yes,  even  the 
Brotherhood  was  smitten  by  the  rotting  lies  of  the  Great  Perverter, 

The  fires  burned  higher  and  brighter.  And  as  the  fires  roared  ever  higher  the  shadow  east  by  the  Dark  Legion 
grew  ever  longer. 

So  it  was  that  the  Megacorporations  fell  into  the  vile  dutches  of  the  Dark  Soul.  Within  the  highest  ranks 
Heretics  would  rule  and  could  avoid  the  all-seeing  eyes  of  the  sacred  Inquisitors.  Semai  whispered  dark  and 
untold  secrets  in  their  ears,  crowning  them  kings  and  princes  and  promising  the  glory  of  the  past  And  such 
was  the  powers  of  those  visions  that  many  embraced  them  blindly  only  to  wake  up  as  one  of  the  eternally 
damned. 

—  The  Fourth  Chronicle (  The  Arrival  of  Semai  and  Muawijhe\  Lapidius  Asoivos 


C  A  LLISTONI  AN 
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Movement:  5/325 


OB:  +3 


ACT/CR:  3 


THE  LORD  OF  SPITE 


As  the  Darkness  spread  across  our  solar-system  the 
foundations  of  humanity  started  to  crumble.  The  third 
Apostle  followed  rn  the  footsteps  of  the  Lord  of  Visions 
and  spread  his  poison  and  spun  his  web  around  all  of 
humanity.  Semai  had  emerged. 

Semai  is  the  Lord  of  Spite,  the  Eternal  Liar  and  the 
Great  Perverter  His  mission  is  to  snare  the  human  souls, 
to  corrupt  and  tempt  us  and  have  us  join  the  Darkness, 
marching  towards  our  own  destruction,  His  corruptors 
hide  in  the  shadows,  promising  wealth  and  glory  to  the 
weak  of  mind  The  Heretics  are  infiltrating  the  leading 
powers  of  humanity  and  the  cults  following  the  Apostles 
are  growing  in  power  Semai  is  the  \ 
most  subtle  of  the  apostles 

As  the  Dark  symmetry  wins 
followers  the  power  of  Semai  grows. 

Hi$  ranks  are  made  up  of  the  heretic 
legionnaires  who  have  given  their 
soul  to  the  Darkness  and  in  return 
been  given  the  ultimate  suffering. 

Although  Semai  is  not  among  the 


most  powerful  of  the  Apostles  his  control  over  the 
worlds  of  humanity  is  unequaled.  His  poison  has  spread 
to  the  very  core  of  our  system  and  many  are  those  who 
have  given  their  soul  to  Semai 

The  Lord  of  Spite  stands  over  two  meters  tall  and 
almost  as  wide  His  skin  is  greasy  with  fat  and  his 
hairless  head  a  bulging  mass  of  chins  and  cheeks.  He 
wears  flowing  blue  cloaks  and  a  heavy  battiesuit  His 
hands  are  covered  with  heavy  iron  gauntlets.  From  a 
pouch  in  his  belt  hangs  his  crystal  orb  of  promises  and  in 
his  right  hand  he  carries  the  scroll  upon  which  the  first 
lies  are  inscribed. 


Avoio/parry:  12 

BP:s  ARMOR  ( AV) 
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Head  A  none  3 

Arm  7  Light  6 

Stomach  7  Light  7 

Leg  8  Light  6 

Chest  B  Light  7 


Attacks:  Grenade, 

fJahktu  <Vassht',  firearm 

■  ■  ■ 

Fields  of  expert¬ 
ise:  Combat  16,  Fire¬ 
arms  12,  Commun¬ 
ication  9,  Movement  26, 
Technical  12 
Special  abilities: 
The  intruders 
regenerate  1  Body  point 

per  minute  of  rest 

N.g  htv  «sion .  .. 

Da  rk  «s t  PTs: 


legion: 


Semai  surrounds  himself  with  creatures  that  dwell  in  the 
shadows.  His  legions  are  not  as  numerous  as  those  of 
his  sister  or  brothers  but  they  cause  just  as  much 
damage  to  humanity.  They  infiltrate  and  corrupt,  spy  and 
steal.  The  secrets  we  keep  are  Semais’  to  revel  in.  The 
Lord  of  Spite  exploits  our  weaknesses  and  turns  brother 
against  brother  in  the  battle  for  mankind. 

His  forces  are  scattered  over  the  solar-system  and 


the  spikes  on  the  head  and  body  Instead  their  skin  is 
covered  with  smoldering  runes,  branded  onto  their 
bodies  untold  eons  ago  These  runes  represent  the  first 
lies  in  the  creation  and  hold  considerable  power 

The  Nepharites  conceal  these  runes  by  dressing  in 
heavy  armor  and  flowing  cloaks.  They  always  wear 
impressive  helmets  and  may  sometimes  pose  as 
Inquisitors  when  persuading  the  ignorant  masses. 


conduct  guerrilla  warfare  from  hidden  bases.  They  fight 
in  closely  knit  units,  led  by  a  corruptor  or  a  Nepharite. 
These  units  are  highly  trained  and  proficient  at  taking 
command  over  their  own  situation  when  they  have  no 
one  else  to  turn  to. 

On  the  battlefield  his  Nepharites  and  desparytes  lead 
scores  of  Heretic  Legionnaires  into  the  combat. 

THE  NEPHARITES 


The  Nepharites  of  Semai  have  a  unique  gift  to 
reshape  mind  and  matter  Upon  grasping  an  object  or  a 
being  they  may  corrupt  its  shape  or  soul  by  sheer  force 
of  mind.  Like  clay  they  twist  and  bend  the  creature  to 
serve  their  own  dark  purposes 

CALUSTON1AN  INTRUDERS 

To  sabotage  important  facilities  and  assassinate  powerful 
enemies  Semai  uses  the  calustonian  intruders.  These 


Movement;  3/225 
ob;  +  1 

ACT/CR:  3 


Head  3  none  1 

Arm  5  none  1 

Stomach  5  none  1 

Leg  6  none  1 

Chest  6  none  1 

Attacks:  melee 
yyeapon  pr  firearm 
IkraiactVt 

Fields  of  expert¬ 
ise:  Combat  11*  Fire 
arms  12,  Common 
icabon  3,  Movement .11, 
Technical  4 

Special  abilities: 

Nightvision,  During 
their  time  since  they 


have 

forgotten  what  p$i'n  is 
wounds 


The  lieutenants  of  Semai  walk  along  the  borders  of 
humanity,  lending  help  to  cults  and  Heretics  as  they  see 
fit  They  agitate  the  dark  masses  to  rise  against  the 
Brotherhood  and  the  rule  of  the  Megacorporations.  They 
read  the  minds  of  people  and  control  the  corruptors  who 
spread  their  poison  in  the  human  society 

The  Nepharites  of  Semai  are  the  ones  who  most 
resemble  humans.  They  are  tall  and  foreboding  but  lack 


are  a  race  of  hunters  and  assassins  devoted  to  the  art  of 
secrecy  and  war.  They  carry  out  operations  behind 
enemy  lines  and  make  up  the  strike-forces  of  Semai. 

The  intruders  are  humanoid  with  a  slender  build.  In 
spite  of  their  small  body  mass  these  warriors  possess 
considerable  strength  and  constitution  Their  ability  to 
quickly  heal  non-fatal  wounds  gives  them  a  considerable 
advantage  when  carrying  out  covert  operations, 


The  black  skin  is  leathery  and  provides  good  natural 
protection  as  well  as  good  camouflage  at  night.  The  eyes 
glow  softly  in  the  dark  and  give  the  intruders  perfect 
nighf-srgbt  as  well  as  good  vision  in  day-light.  To  cover 
the  glow  of  the  eyes  the  intruders  often  wear  a  helmet 
with  a  grotesque  death-mask  attached,  thus  making  the 
intruders  virtually  impossible  to  detect  in  darkness. 

The  Cailistonian  Intruders  wear  light  armor  over  their 
whole  body.  The  armor  is  often  covered  with  blades  and 
spikes  making  capture  difficult. 


Heretic  Legionnaires  have  experienced  death  and  pain 
thousand  upon  thousands  of  times  and  are  now  no  more 
than  puppets  dancing  at  the  pull  of  a  string.  Their  minds 
have  been  burned  away  by  the  fire  of  endless  pain  and 
they  follow  the  Nepharites  and  the  desparytes  that  lead 
them  into  battle. 

The  Heretic  Legionnaires  use  arms  captured  from 
Their  enemies  or  supplied  to  them  by  higher  ranking 
Heretics  or  corruptors. 


They  are  often  armed  wfth  their  two  favorite 


necrotech  weapons,  the  jakht  and  the  vassht.  as  well  as 
a  silenced  heavy  automatic  gun.  They  often  employ  gas* 
grenades  and  blast-grenades  m  their  operations 

THE  HERETIC 

LEGIONNAIRES 

In  mighty  hordes  the  Heretics  march  across  the  solar- 
system  Rank  upon  rank  are  filled  with  the  mislead,  the 
corrupted  and  the  twisted.  The  Heretic  Legionnaires  fill 
Semat's  iegions  and  make  up  the  fighting  force  of  the 
Lord  of  Spite.  They  guard  his  citadels  and  under  his 
banner  charge  agamst  the  enemies  of  the  Darkness, 

The  Heretic  Legionnaires  were  once  humans.  Now 
they  are  pale  and  hollow-eyed,  their  faces  twisted  in 
eternal  agony  All  have  been  snared  by  the  corruptors. 
who  have  promised  eternal  glory  in  the  ranks  of  the 
Apostle  In  the  end  they  have  no  choice  but  to  submit  to 
the  ruling  of  the  Lord  of  Spite  and  join  his  army. 

The  Heretics  have  all  given  their  soul  to  the  Dark 
Apostle  by  their  own  free  will.  This  binds  them  forever  to 
the  Darkness  and  not  even  death  may  part  the  two.  The 


JAHKT 

The  JAHia  is  a  small  disc  with  razor-sharp  teeth  lining  the  circumference.  The  disc  is  a  thrown  weapon  that  rotates  with 
an  enormous  speed.  Inside  the  disc  is  a  heat-seeking  device  guiding  the  jahkt  to  its  victims,  thereby  increasing  the 
chance  of  success  with  +6.  For  the  jahkt  to  function  properly  it  needs  2  body  points  of  btood  every  day,  normally  taken 
from  their  user 

W  RANGE  SIR  DAM 

0,6  STR  squares  5  1d6+1 


VASSHT 

The  vassht  is  a  dose  combat  weapon  resembling  a  swordf  but  it  can  be  thrown  with  great  penetration  and  accuracy.  It 
is  built  out  of  necrotechnology  and  has  the  ability  of  always  returning  to  the  hand  of  the  user,  from  which  it  sucks  1  BP 
of  blood  every  day.  No  one  else  than  the  attuned  user  can  use  the  vassht 

W  RANGE  STR  DAM  (dose  combat)  DAM  (thrownj 

!STRx2  squareslO  1T6+1  1T6 


DARK 

LEGION™ 


RAZIDE 


A  razide  is  a  hybrid  collection  of  flesh,  iron,  and  stone,  Unearthly  organs  connected  by  endless  tubes  pump 
dark  liquids  through  the  razide's  muscular  body  and  send  ripples  across  its  skin,  They  tower  over  an  average 
person  and  can  crush  stone  with  their  bare  hands 

The  razide  is  a  beast  from  another  time  and  existence,  impossibly  strong  and  given  a  constitution  beyond 
any  man's.  Under  the  command  of  a  nepharite  or  centurion,  they  are  the  Dark  Legion's  support  troops  and  fire 
power 
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CENTURION 

Centurions  are  the  special  forces  of  the  Dark  Legion.  They  physi¬ 
cally  resemble  the  necromutants,  but  they  are  much  taller  and 
their  skin  is  more  greenish  than  sooted.  There  are  different  races 
of  centurions,  some  created  in  the  same  foolish  way  as  the 
legionnaires,  others  are  distorted  beings  from  other  existances, 
resculptured  to  humanoid  shape  and  human  appearance.  The 
centurions  are  the  most  «human»  of  all  creatures  of  the  Dark 
Legions,  their  complexion  and  features  purposely  manipulated 
with  surgery  and  Symmetry  as  to  resemble  mockeries  of  human 
beings.  In  some  levels  of  society,  they  even  pass  as  humans 
Centurions  are  superior  to  the  necromutants,  a  little  more 
intelligent  and  imaginative— almost  human  Their  combat  abiliti¬ 
es  and  equipment  are  also  better,  and  they  are  often  used  for  spe¬ 
cial  missions  as  well  as  commanding  troops.  Along  with  heretics, 
the  centurions  serve  under  a  nepharite  as  educators,  captains, 
commanders  and  commandos. 


DARK 

LEGION™ 


NEPHARITE  OF  ALGEROTH 

Dressed  in  shining  dark  armor  covered  with  spikes,  the  nepharite  is 
twice  the  size  of  a  man.  Commanding  their  forces  with  mighty  baft- 
lecnes  that  echo  through  the  battlefield  long  after  the  carnage  is 
done,  they  are  coldly  efficient  creatures  of  doom 

Utterly  evil  and  possessing  considerable  skills  in  the  Dark  pat¬ 
terns,  the  nepharites  are  the  eternal  enemies  of  mankind.  They  seek 
solace  in  the  chaos  of  war  and  stalk  the  battlefields  in  their  search  for 
new  victims.  They  are  the  Legion’s  finest  commanders,  serving 
immediately  under  the  apostles  to  carry  out  their  fiendish  plots. 
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A LG E ROTH 

Aware  of  the  magnificent  rule  of  Cardinal  Augustus,  may  he  be  forever  blessed  and  protected  by  the  powers  of 
light;  the  spawn  of  the  bottomless  Darkness  and  the  instigator  of  devastation  gazed  over  the  outer  worlds. 
Algeroth  brought  with  him  his  faithful  lieutenant,  the  bestial  Nepharrte  Alakhai.  With  the  aid  of  the  silent 
tekrons  they  together  created  the  first  legion  out  of  the  bodies  left  on  the  countless  battlefields  in  our  system. 

They  did  then  march  against  humanity.  World  after  world  shuddered  under  the  feet  of  Algeroth's  legions 
and  his  forces  grew  stronger  and  stronger  after  every  battle.  As  one  man  fell  on  the  side  of  the  Brotherhood 
another  would  join  the  ranks  of  the  cursed. 

New  monstrosities  and  perverted  beings  were  hatched  in  the  biotechnological  factories  in  the  black  heart  of 
the  dark  citadels.  The  Ezoghout  soon  proudly  galloped  over  the  battlefields,  sniffing  the  death  that  was  its  to 
cherish. 

The  divided  forces  of  humanity  fell  back  when  assaulted  by  the  massive  attacks  from  the  Apostle.  Heretics 
and  traitors  joined  in  his  name  and  the  cults  that  did  his  bidding  grew  in  power,  The  sick  and  twisted 
technology  spread  over  the  worlds  of  man  and  soon  scores  and  scores  of  people  were  under  their  thrall. 

Soon  the  twisted  and  corrupted  spires  of  the  citadels  could  be  seen  on  all  our  worlds. 

The  Cardinal  saw  all  this. 

Alt  that  had  been  told  to  him  by  the  holy  prophets  had  turned  true,  It  was  now  clear  that  rf 
to  be  saved  from  the  soul  of  Darkness  he  had  to  unite  the  warring  factions  under  one  flag,  the  light  of  the 
Brotherhood.  So  the  Cardinal  called  upon  the  second  directorate  to  commence,  and  the  inquisition  was  born  to 
seek  out  the  Heretics  and  traitors  within  our  ranks  and  destroy  the  Dark  Legion  wherever  it  might  be  found. 

—  The  Fifth  Chronicle,  Algeroth  and  Dernnogoms  \  Horka  Mikhalos 
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THE  LORD  OF  THE  TECHNOLOGY 
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carries  heavy  weapons  of  different  designs 
imposing  battle  armor,  weighted  down  with 
computers  and  additional  weaponry 
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Gifts 


Algeroth  is  the  Apostle  of  War,  the  Demon  Lord  of  the 
Dark  Technology  and  the  Mage  of  the  Twisted 
Biotechnology,  He  has  been  given  the  dark  mission  of 
spreading  the  corrupted  sciences  of 
the  Darkness  across  the  worlds  he 
tramples  under  his  feet  He  is  the 
most  powerful  Apostle  after  Ilian  and 
has  a  close  tie  to  Semai,  the  Apostle 
of  Spite  Together  they  carry  out 
complex  plans  to  throw  the  worlds 
into  war 

His  legions  are  the  most 
numerous  and  fanatic  legionnaires 
and  necromuiants  who  charge  in 
endless  hordes  across  the 
bloodstained  battlefields.  The 
standard  of  Algeroth  flies  over  many 
of  the  dark  Citadels 

His  physical  manifestation  is  a 
huge  muscular  man.  He  is  massive 
and  covered  with  tubes  and  electrical 
cables.  Living  biotechnology  is 
attached  to  his  body  and  some  of 
them  have  merged  with  the  flesh  of 
the  Apostle  forming  a  symbiotic 
relationship  with  the  Dark  Lord  He 
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THE  DARK  TECHNOLOGY 


Algeroth  is  the  unchallenged  master  of  the  Dark 
Technology,  In  his  service  can  be  found  the  silent 
tekrons  who  carry  out  the  dark  designs  of  their  master 
They  manufacture  all  the  technology  the  Dark  Legions  of 
Algeroth  possess 

Algeroth's  tekrons  are  the  most  cunning  and  skilled 
among  the  technicians  of  the  Dark  Legions  Their  twisted 
creativity  has  conjured  up  innumerable  creatures  of 
unworldly  shapes  and  forms  New  weapons  of  immense 
destructive  powers  have  been  created  from  the  visions 
of  the  Dark  Lord  Enormous  breeding  farms  can  always 
be  found  wherever  Algeroth's  dark  minions  do  battle  It 
is  the  efficiency  of  the  tekrons  that  allow  Algeroth  to 
create  huge  monsters  and  he  jealously  guards  his 
secrets.  The  only  way  the  other  Apostles  can  access  the 
technology  of  Algeroth  is  by  paying  for  itr  in  Heretic  souls 
or  patterns  from  the  Dark  symmetry  otherwise  forbidden 
for  the  Demon  of  Dark  Technology  Through  his  position 
Algeroth  has  provided  many  soldiers  and  weapons  to  the 
forces  of  the  other  Apostles  and  has  gamed  a  position  of 
power  and  influence  only  checked  by  the  powers  of  Ilian 

None  of  the  weapons,  vehicles  or  other  equipment 
used  by  the  Dark  Legion  or  created  by  Algeroth's 
minions  conform  to  the  traditional  designs  used  by  the 
forces  of  humanity  They  bear  a  slight  similarity  to 
conventional  equipment  but  are  melted  and  twisted  In 
spite  of  the  appearance  the  Dark  Technology  creates 
equipment  with  high  standards  capable  of  performing 
better  than  human-built  counterparts-  The  weapons  are 
deadly  and  have  edges  that  can  be  used  to  devastating 
effect  in  a  melee.  They  can  easily  slice  a  man's  arm  off 
or  pierce  battle  armor. 

The  technology  of  the  Dark  Legions  is  divided  into 


three  main  groups;  black  technology,  necrotechnology 
and  BIOTECHNOLOGY, 

THE  BLACK  TECHNOLOGY 

The  black  technology  is  the  process  of  twisting  and 
corrupting  existing  human  technology.  Weapons  and 
other  equipment  captured  from  the  Megacorporations 
and  the  Brotherhood  are  transformed  by  the 
weaponsmiths  of  the  Dark  Legion,  the  tekrons-  The 
resulting  equipment  looks  like  melted  machinery  and  the 
mechanisms  have  been  warped  into  new  and  strange 
shapes  This  process  gives  the  equipment  new,  sharp 
edges,  letting  the  user  cause  even  more  damage  and 
pam  It  is  impossible  for  humans  to  use  these  twisted 
creations 

The  Black  Technology  is  used  to  provide  the  hordes  of 
Legionnaire  and  Necromurants  with  weapons  and  other 
equipment  It  is  used  on  weapons  as  well  as  vehicles 
and  the  result  is  a  piece  of  equipment  with  better 
performance  than  the  original  The  major  drawback  is 
that  the  black  technology  tends  to  be  a  bit  unreliable 

N EC ROTECH NOLOG Y 

The  necrotechnology  uses  dead,  organic  material  which 
is  animated  or  bestowed  with  a  controlling  spirit  from  the 
netherworlds. 

The  weapons  designed  with  this  technology  often 
carry  dark  souls  captured  inside.  These  souls  have 
demonic  natures  and  will  slowly  corrupt  and  pervert  their 
owners  They  have  their  own  minds  and  draw  the  energy 
ihey  need  from  their  surroundings  The  stored  energy 
can  be  released  in  enormous  bursts  of  energy  which 
cause  great  damage. 
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BIOTECHNOLOGY 

The  basis  of  the  biotechnology  is  the  living  organism 
Using  embryos  and  living  creatures,  new  shapes  and 
forms  ate  bred  From  simple  genetic  material  the 
biotechnology  can  create  hideous  and  extremely 
complicated  beings. 

The  tekron  biotechntaans  work  with  embryos  that 
have  been  removed  from  their  natural  environment  and 
placed  in  an  artificial  womb  This  i$  a  pan  of  a  larger 
organism,  often  a  gigantic  biotechnological  design.  This 
organism  is  only  a  tool  for  the  tekrons.  a  mindless 
machine  whose  sole  purpose  is  to  create  new  life  and  to 
twist  the  shapes  into  new  grotesque  forms,  Endless 
numbers  of  chambers  all  varying  in  size  can  be  part  of 
the  gigantic  bioorgamsm. 

fnside  the  separate  chambers  the  embryo  is  attached 
to  the  host  being  through  a  complex  system  of  organic 
tubes  and  neural  connections  The  DNA-code  of  the 
embryo  is  erased  and  manipulated  creating  a  new  being 
ready  to  shape  The  tekrons  then  reprogram  the  code 
according  to  the  wishes  of  their  masters  Nutriments  and 


proteins  are  added  and  the  new  life  rapidly  goes  through 
several  stages  of  development  In  the  end  the  new  being 
is  bom.  often  fully  grown  and  developed  and  ready  to  do 
battle  against  the  enemies  of  Algeroth.  The  creature's 
lack  of  true  experience  is  to  a  certain  extent 
compensated  through  artificial  processes  added  to  the 
living  brain  or  neural  system  by  the  tekrons  The  range  of 
the  biotechnology  allows  the  Dark  Legions  to  create 
anything  from  small  personal  equipment  to  the  Biogiants, 
huge  living  battle  machines 

Biotech  designs  often  have  a  tendency  to  meld  with 
their  owners  and  create  a  symbiotic  relationship.  This  is 
one  explanation  to  the  bizarre  outgrowths  found  on  the 
Razides  and  EzoghouJs  which  form  pan  of  their 
impressive  weaponry 

The  biotech  designs  often  share  bodily  fluids  and 
nervous  systems  with  their  host  although  they  are  a 
separate  entity. 

Human  technology  have  so  far  found  it  impossible  to 
separate  a  biotech  design  from  its  host  without 
destroying  both 
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agilities: 


AlgerottVs  devotion  to  the  art  of  war  means  that  he  is  in 
constant  need  of  new  and  more  destructive  forces  All 
the  creatures  that  are  found  tn  his  legions  are  created  for 
combat  Algeroth  himself  and  his  faithful  tekrons  have 
created  an  army  filled  with  strange  and  powerful  beasts, 
many  of  which  have  been  bom  for  his  service  only  All 
are  filled  with  an  obsessive  loyalty  to  the  legions. 


tekrons  and  utterly  reshaped  into  beings  of  pure  evil. 

The  Centurions  are  often  placed  in  direct  command 
over  small  groups  of  Legionnaire  and  Necromutants 
They  are  fearsome  humanoids  standing  over  two  meters 
tall,  with  swelling  muscles  and  strong  build.  Their  skin  is 
grayish-green  and  very  durable  They  are  often  urn 
armored. 

The  Centurions  are  the  most  human-like  of  the  Dark 
Legion  s  minions.  They  have  thick,  black  hair,  and  human 
features 


THE  NEPHARITES 

The  Nepharites  who  follow  Algeroth  are  devoted  to  l  he 
art  of  war  and  act  as  his  dark  generals,  leading  the  forces 
in  combat  They  gladly  participate  in  the  wanton 
destruction  being  carried  out  and  stalk  the  battlefields  in 
their  search  for  new  victims. 

The  Nepharites  are  huge,  often  twice  as  tall  as  any 
man  and  dad  in  shining  dark  armor  covered  with  sharp 
spikes  They  carry  heavy  weapons,  both  for  melee  and 
for  fire-fights  Many  of  their  weapons  systems  are 
connected  to  biotechnological  combat  coordinators 
They  always  radiate  calm  and  lead  their  armies  with 
cold  efficiency  and  command  their  forces  with  mighty 
battle  cries. 


THE  NECROMUTANTS 

From  the  chambers  of  Black  Technology  the  necro- 
mutants  march  in  ever  growing  numbers  Living  captives 
are  brought  into  the  mechanized  distortion-chambers. 
Through  the  process  the  structure  of  the  victim's 
muscles  is  changed  and  the  basic  genetic  code 
reprogrammed.  The  result  is  being  with  the  perfect 
combat  physique.  The  sktn  is  the  color  of  soot  and  their 
hair  silvery  white  or  black  In  places  the  skin  is  treated  to 
add  protection  giving  it  the  texture  of  leather  The  limbs 
are  often  reshaped  by  the  Dark  Technology  and  are 
adapted  to  accept  weapons,  tools  and  so  on 

The  resull  is  a  soldier  with  near  to  perfect  combat 
abilities.  The  Necromutant  still  retains  some  activity  in 
the  brain  and  is  capable  of  taking  initiative  on  ns  own.  It 
also  retains  a  part  of  its  original  personality 

The  small  remains  of  human  creativity  in  the 
Necromutants  make  them  perfect  commanders  of  small 
groups  of  Legionnaires 


THE  UNDEAD  LEGIONNAIRE 

In  silent  hordes  the  undead  legionnaires  of  Algeroth 
march  against  the  tight  of  humanity  These  soldiers  are 
zombies,  humans  killed  in  battle  and  reanimated  with  the 
help  of  the  dark  technology 

The  Legionnaire  forces  are  the  backbone  of  Algeroth1  s 
Dark  Legions.  The  bodies  are  stolen  from  the  uncount¬ 
able  mass  graves  that  litter  the  battlefields  of  our  solar 
system  and  from  ancient  burial  grounds  on  the  colonized 
worlds.  This  fact  gives  the  Legionnaire  a  frightening 
appearance  Their  equipment  is  a  mix  of  modem  and 
ancient  technology  and  their  state  of  decay  vanes 

The  Legionnaires  have  lost  their  souls  and  minds  a 
long  time  ago  They  are  mindless  slaves  under  the 
control  of  the  Nepharites  or  other  higher  officers  within 
the  Dark  Legions  and  have  no  powers  to  act  on  their 
own.  A  Legionnaire  that  has  lost  his  commander  will 
stand  motionless  without  performing  any  actions  until 
another  commander  regains  control  It  is  unknowns  how 
many  Legionnaires  a  Nephante  may  control  at  the  same 
time  and  it  is  unclear  as  to  how  this  control  works.  It 
appears  though  that  the  commander  of  the  Legionnaires 
does  so  with  sweeping  commands  instead  of  detailed 
strategies 

The  undead  Legionnaire  are  grotesque  parodies  of  the 
humans  they  once  were.  Their  eyes  are  empty  and  dead 
and  their  faces  blank.  They  carry  equipment  that  has 
been  twisted  by  the  Dark  Technology  and  given  new 
bizarre  functions  They  are  armed  with  edged  weapons 
which  they  use  to  mutilate  their  opponents 

Undead  Legionnaires  that  lose  body  parts  through 
■combat  or  decay  have  parts  of  their  dies  replaced  with 


THE  CENTURIONS 

The  most  frightening  example  of  what  can  be  achieved 
through  the  use  of  the  dark  technology  is  the  centurions, 
the  captains  of  Algeroth  hs  cohorts  of  malicious  creatures. 
They  are  captives  and  deserters  picked  from  the  ranks  of 
humankind,  brought  to  the  distortion-chambers  of  the 


grotesque  field  cybernetics  This  gives  them  an  even 
more  bizarre  appearance 


The  bodily  fluids  of  the  Razides  flow  through  tubes 
and  metal  pipes  and  the  creature  is  held  together  by  a 
partial  outer  metal  skeleton,  covered  with  tissue  and 
muscles. 

The  Razides  are  devoted  to  the  mission  of  Aigeroth 
and  act  as  enforcers  of  the  Nephantes,  leading  the 
Legionnaires  and  the  Necromutants  to  battle 

They  often  carry  heavy  support  weapons,  either 
captured  from  their  enemies  or  Dark  Tech  supplied  by 
the  tekrons,  They  don't  normally  wear  armor  but  wifi 
protect  themselves  if  faced  with  a  truly  potent  adversary 


EZOGHOUL 

The  gigantic  ezoghoul  is  a  being  with  one  sole  purpose, 
to  do  battle  Its  soul  is  devoted  to  the  destruction  of 
other  beings  and  to  the  glory  of  the  battlefield. 

The  body  is  carried  into  combat  on  four  powerful  legs 
and  the  two  strong  arms  can  easily  handle  heavy 
weaponry  fts  body  is  merged  with  an  external  metal 
skeleton  and  half  of  the  Ezoghoul  rs  made  of  artificial 
materials. 

It  can  reach  a  height  of  four  meters  and  a  length  of 
three.  It  does  not  seem  to  be  able  to  communicate 
verbally  but  transmits  telepathic  images  Tbe  Ezoghoul 
can  breathe  normal  atmosphere  only  through  an 
illtachk,  a  biotech  design  covering  the  face  of  the  beast 

The  Ezoghouls  can  be  found  wherever  a  battle  is 
fought  They  seem  to  be  attracted  to  combat  zones  and 
are  always  ready  to  wreak  havoc  They  most  often 
cooperate  with  the  hordes  of  Legionnaires  but  also  act 
by  themselves  in  smaller  groups 


PRETORI  AN  STALKERS 

This  hideous  creation  was  named  by  Imperial's  Blood 
Berets  and  is  considered  one  of  their  sworn  enemies. 
The  stalker  is  a  formidable  war  machine  without  equal  in 
the  forces  of  the  Dark  symmetry.  It  was  created  by 
Algerotb’s  tekrons  and  shaped  after  the  Dark  Lord's 
visions  of  the  ultimate  front  line  soldier 

The  body  is  a  technological  marvel  propelled  by 
motorized  limbs  and  upheld  by  servo-controlled  artificial 
organs.  The  stalker  is  a  machine,  the  only  organic  part  is 
the  brain  which  is  encapsulated  in  the  mechanical  head 
of  the  warrior.  The  fragile  organs  and  the  neural 
connections  are  well  protected  by  several  layers  of 
armor.  The  purpose  of  the  machine-like  body  is  to  enable 
the  Pretorian  Stalker  to  carry  heavy  support  weapons 
such  as  flamers  and  grenade  launchers  or  any  weapon 
with  a  capacity  for  large  scale  destruction. 

Even  though  the  central  pan  of  the  stalker  is  a 
biological  brain  they  are  completely  devoid  of  feelings 
and  basic  instincts. 


RAZIDES 

The  razides  are  gigantic  creatures,  over  three  meters  tall 
Conceived  by  the  dark  technicians  of  Aigeroth  the  bodies 
of  these  monsters  are  made  out  of  metal  and  black  iron, 
glass  and  tissue,  blood  and  muscles.  Their  eyes  glow 
with  a  sick  yellow  light.  Between  the  eyes  two  holes 
give  the  monster  the  ability  to  breathe.  The  cheeks  are 
made  completely  out  of  unearthly  alloys  and  furnished 
with  sharp  fangs 
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The  weapons  used  by  the  forces  of  the  Dark  Legion  are 
twisted  abominations  created  by  the  hideous  Dark 
Technology  or  the  profane  necrotechnology.  ft  is 
Algeroth  who  provides  the  other  Apostles  with  many  of 
their  tools  of  destruction. 


KRATACH 

The  Kraiach  is  what  might  be  called  the  « standard 
weapon »  of  the  Dark  Legion,  and  they  are  seen  among 
the  legionnaire  cohorts  of  alt  the  apostles  They  don't 
have  any  special  abilities  deriving  from  the  Dark  techn¬ 
ology,  but  have  the  capability  of  firing  many  different 
kinds  of  ammunition  without  any  modifications 
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DEMNOGONIS 

So  dtd  the  Darkness  turn  over  yet  another  stone  and  from  under  rt  slithered  Demnogonis,  the  Befouler.  Born 
from  pain  and  suffering,  filth  and  famine,  plagues  and  diseases  the  Corrupted  Lord  shook  his  fists  against  the 
pure  skies  of  the  Cardinal,  He  cursed  the  air  and  the  water  and  the  blinding  light  of  the  Brotherhood  His  was 
the  universe  of  decay,  fifth  and  plague  and  he  envisioned  a  time  when  our  worlds  would  be  twisted  and 
corrupted  from  the  black  diseases  brought  forward  by  the  Dark  symmetry.  And  in  the  wake  of  his  brethren  he 
found  a  feast  of  corruption.  As  soldiers  died  on  the  battlefields  the  corpses  lay  rotting,  breeding  places  for 
parasites  and  diseases.  Foul  creatures  were  created  from  the  rotting  flesh  and  tainted  souls  of  the  dead  and 
wounded.  The  dark  breeding  pits  of  Demnogonis  were  filled  with  the  doomed  and  cursed. 

This  was  a  haven  for  the  legions  of  Demnogonis  and  so  the  rot  was  spread  from  battlefield  to  battlefield 
from  world  to  world. 

And  so  it  was  that  the  cleansing  fires  began.  From  those  days  the  funeral  fires  have  burned  on  every 
battlefield  in  every  city  where  men  and  women  draw  their  last  breaths. 

—  The  Fifth  Chronicle ,  Alger  oth  and  Demnogonts  \  Horka  Mikhabs 


PRETORIAN 

Stalker 


THE  BEFOULER 


As  the  solar  system  was  plunged  into  war.  countless 
battles  were  fought  on  the  plains  and  in  the  |unglest  in 
the  mountains  and  in  the  streets  Thousands  upon 
thousands  of  fives  were  lost  every  day  and  the  dead 
could  only  be  counted  in  millions. 

On  the  battlefields  the  vultures  fed  on  the  bloated 
corpses.  The  rotting  carcasses  were  spread  over  the 
system  and  soon  plague  and  pestilence  ran  rampant 
among  our  human  forces.  From  this  cesspool  of  death 
and  decay  Demnogonis  the  Befouler  emerged 

Demnogonts  is  the  fifth  of  the  Apostles  to  have 
emerged  from  the  Darkness.  He  has  followed  in  his 
brother  Algeroth's  footsteps  and  is  spreading  the  Black 
Death  in  his  wake.  His  mission  is  to  spread  plague  and 


pestilence  to  the  human  worlds,  thereby  weakening  the 
defenses  and  paving  the  way  for  the  forces  of  Darkness 

The  legions  of  Demnogonis  march  under  tattered 
banners  carrying  with  them  the  stench  of  decay  and 
corruption 

Demnogonis  himself  appears  as  a  thin,  bonv  man 
whose  tan  body  shows  signs  of  various  diseases  and 
sicknesses.  All  his  hair  has  fallen  out  and  his  eyes  are 
misty  white.  The  Sef outer  is  dressed  in  tattered  robes 
made  of  dark  cloth  and  pieces  of  leather  Under  the 
rotting  clothing  his  body  is  held  together  by  stitches  and 
necrotechnology  Tubes  are  connected  to  each  limb  and 
pulsating  organs  glow  from  under  the  transparent  skin 


lyiovEMENT:  5/325 
OB:  +6 

ACT/CR:  3 

avoid/Parry:  6 

BP:s  Armor  ( AV) 

Head  4  none  9 

Arm  8  none  7 

Stomach  8  none  7 

Leg  9  none  7 

Chest  9  none  7 
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arms  18,  Commun¬ 
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Nephartte 


THE  LEGIONS  OF  DEMNOGONIS 


Nepharite  of 
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The  hordes  of  Demnogonis  are  devoted  to  spreading  the 
curse  of  the  Slack  Death  over  the  solar  system.  Shuffling 
and  pushing  the  Blessed  Legionnaires  swarm  over  the 
defenses  of  the  BrotherhoocUtopped  only  by  total 
annihilation.  These  are  followed  by  creatures  from  other 
worlds  who  plant  the  seeds  of  disease  in  our  bodies, 
using  us  as  vessels  for  death. 

The  forces  of  Demnogonis  prefer  helpless  targets 
and  often  attack  just  after  the  legions  of  Atgeroth  have 
devastated  the  battlefield  They  prevail  in  numbers  and  if 
they  cannot  win  by  force  they  will  often  lay  siege  to  a 
aty,  knowing  that  time  is  working  against  the  defenders 

THE  NEPHARITES 

Leading  the  forces  of  Demnogonis  are  the  Nepharites. 
the  Eternal  Enemies  They  possess  tremendous  know¬ 
ledge  of  sickness  and  plague  and  the  art  of  administering 
these  to  other  beings  They  lead  the  Blessed  to  combat 
and  soil  the  areas  around  our  human  society. 

All  Nepharites  in  the  service  of  Demnogonis  are 


Avoid/Parry:  7 

BP:s  Armor  ( AVI 


Head  4 

Arm  7 

Stomach  7 

Leg  8 

piate  8 
Chest  8 

plate  10 

attacks;  Gifts, 
melee  weapons, 
missile  weapons 

Fields  of 
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S.-‘, 

arms  12, 
Communication 
19  Movement  8, 
Technic^lA 

abilities:  The 


none  4 
plate  8 
plate  10 


tainted  by  their  master  Their  pale,  yellow  skin  is  stitched 
together  and  limbs  have  been  replaced  by 
necrotechnology  Open  sores  ooze  with  pus  and  lubes 
connecting  organs  pulsate  under  the  skin.  The  bodies 
show  signs  of  sickness  and  rot  and  a  terrible  stench  of 
death  follows  the  Nepharites  Large  spikes  have  grown 
from  within  the  body,  piercing  the  skin.  From  their  veins 
worms  and  maggots  crawl,  clinging  to  the  spikes  and 
spilling  to  the  ground 

The  Nepharites  are  often  dressed  in  white  flowing 
capes  adorned  with  the  red  runes  of  their  master.  Under 
this  the  Nepharites  wear  heavy  armor  and  medical 
equipment  designed  with  the  aid  of  necrotechnology 
They  also  carry  heavy  weapons,  but  prefer  using  close 
combat  weapons  endowed  with  dark  and  mysterious 
powers 


CAIRATH 

The  cairath  was  created  in  ihe  most  terrible  of  the 
birthchambers  of  the  Dark  Legions.  Devised  by  the 
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Nephantes  of  Demnogonis  it  is  used  as  a  token  of  the 
BefouleCs  might  and  is  given  to  culls  all  over  our  solar- 
system 

A  Catrath  is  released  into  a  sewer  or  a  swamp  close 
to  human  civilization  when  still  only  an  embryo,  The 
Cairath  feeds  on  the  living  material  around  it  and  grows 
rapidly  as  it  absorbs  organic  material. 

This  blind  creature  is  constructed  on  a  frame  of  living 
metal  and  rotting  flesh.  To  this  frame  the  Cairath  then 
adds  other  material  both  inorganic  and  organic,  it  lacks  a 
mouth  and  its  only  sense  is  touch,  which  it  uses  for 
navigating  and  finding  prey. 

A  Cairath  does  not  devour  its  victim  but  incapacitates 
it  and  absorbs  it  into  its  own  hideous  body.  It  then  draws 
energy  from  the  victim  which  may  survive  several  days  in 
this  symbiotic  state.  The  process  is  extremely  painful  and 
the  victims  soon  lose  their  senses,  being  reduced  to 
screaming  flesh.  After  the  life  of  the  victim  has  expired 
the  Cairath  must  find  new  life  to  merge  to  its  own  body 

Culls  are  often  given  a  Cairath  as  a  reward  for  their 
services  They  are  then  pledged  to  giving  the  ever¬ 
growing  monster  victims  that  will  keep  It  alive  Some 
coltists  sacrifice  themselves  to  the  Cairath  to  be  one 
with  their  Apostle 


skilled  in  the  art  of  reviving  beings  and  making  them  able 
to  fight  again.  They  often  use  necrotechnology  and 
replace  limbs  and  organs  to  once  again  make  use  of  a 
fallen  soldier. 


LEGIONNAIRES 

The  hordes  of  Demnogoms  are  made  up  of  the  blessed 
legionnaires,  riddled  with  disease  and  plague.  Like 
enormous  swarms  of  flies  these  wretched  creatures 
march  to  the  mad  commands  of  Their  Apostle  They 
never  stop  and  can  only  be  defeated  by  total  destruction 
By  sheer  numbers  they  wash  over  their  enemies  like  a 
tidal  wave  of  rotting  corpses  bringing  filth  and  plague  in 
their  wake 

The  Blessed  are  humans  that  have  been  collected 
from  the  countless  battlefields  in  the  solar  system.  The 
wounded  have  been  brought  to  the  pits  in  the  citadels  of 
Demnogonis  and  there  been  given  the  gift  of  the  Dark 
Apostle  With  twisted  minds  and  screaming  souls  the 
blessed  emerge  to  find  their  eternal  peace  on  the 
battlefield 

It  is  the  promise  of  eternal  sleep  and  freedom  of  the 
crawling  diseases  ravaging  their  bodies  that  fills  the 
Blessed  with  their  frenzy  and  lust  for  combat  For  In 
death,  there  is  peace.  Hopefully. 

The  Blessed  are  not  normally  armed  at  the  beginning 
of  a  battle  for  the  fear  of  rebellion,  As  the  battle  rages 
the  blessed  march  over  the  battlefields  in  tattered 
clothes  and  pick  up  the  weapons  of  their  fallen  enemies 
or  brethren. 

The  greatest  danger  of  the  blessed  are  the  diseases 
they  carry  Even  with  the  host  dead,  the  plague  lives  and 
the  infection  can  spread. 


CURATOR 

These  insane  medics  stalk  The  battlefields  giving  the  last 
aid  to  the  wounded.  Dressed  like  a  doctors’  nightmare, 
they  are  equipped  with  all  kinds  of  medical  devices,  both 
corrupted  by  necrotechnology  and  not 

The  cuhatobs  are  beings  picked  from  plague  worlds  in 
another  existence.  They  are  devoted  to  the  secrets  of 
pain  and  disease  and  are  used  by  the  grear  Befouler  to 
collect  and  cure  the  wounded  from  the  battles  m  their 
own  special  way 

The  beings  are  shaped  like  humans  but  are 
taller  than  the  average  man  The  body  is 
muscular  and  the  limbs  are  strong  and 
massive,  often  replaced  by  bizarre 
cybernetics  The  skin  is  stitched  together, 
sometimes  replaced  by  leather  or  plastic 
sheets  The  head  is  bare,  without  skin, 
showing  a  grinning  skull  often  linked  to 
various  devices  by  pulsating  tubes  and 
electrical  cables.  The  eyes  glow  with  a  sickly 
yellow  light  The  creatures  giggle  softly  as 
they  carry  out  their  operations. 

The  Curators  are  dressed  in  tattered  white 
Clothes^  adorned  with  the  red  runes  ot 
Demnogonis.  The  clothing  covers  the  spiked 
armor  protecting  vital  organs 

They  carry  various  devices  of  a  medical 
nature,  often  corrupted  by  necrotechnology 
This  equipment  is  always  crude  and  infected 
with  bacteria.  The  Curators  are  also  hosts  to 
several  parasites  carrying  plague  and  disease 
which  they  administer  to  wounded  patients. 

These  macabre  doctors  are  mostly  armed 
with  sharp  swords,  infected  with  disease  and 
large  caliber  hand-guns  which  they  use  to 
administer  the  last  aid. 

In  spite  of  their  nature  the  Curators  are 
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NOLOGY 


The  hordes  of  Demnogonis  use  weapons  designed  to 
3  spread  disease  and  to  maim  and  to  cause  wounds  rather 
|  than  to  kill*  so  that  infections  and  fever  can  cause  even 
more  suffering  and  pain. 

PLAGUE  GUN 

The  plague  gun  is  a  missile  weapon  earned  by  the  Sacred 
Defilers.  It  has  been  designed  to  spread  disease  and 


and  will  upon  impact  transmit  the  disease  to  the  target 
through  the  wound  or  by  entering  through  the  skin 
The  plague  gun  is  also  equipped  with  a  large 
hypodermic  syringe  which  is  used  in  close  combat.  Upon 
striking  a  target  It  injects  a  dose  of  infectant  into  the 
bloodstream  of  the  victim,  gradually  incapacitating  it 
The  plague  gun  is  capable  of  firing  rapid  bursts  and  is 
an  extremely  capable  weapon. 
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other  infections  among  the  enemy  forces. 

The  plague  gun  is  designed  after  normal  ballistic 
principles  with  some  added  black  technology  details  The 
magazrne  is  inserted  rnto  the  handle  of  the  gun  and  is 
loaded  with  senni-orgamc  bullets  made  of  a  slug-like 
creature  capabie  of  absorbing  liquids.  As  the  magazine  is 
inserted  into  the  gun  the  bullets  are  drenched  in  a  liquid 
infectant  which  is  stored  in  a  transparent  glass  tube  in 
front  of  the  trigger  guard.  The  slugs  absorb  the  mfectant 


for  the  gamemaster:  A  person  taking  at 
least  one  point  of  damage  from  a  piague  gun  wound 
must  make  a  Normal  PHY-rotl,  If  it  fails,  he  will  gradually 
turn  into  a  Blessed  Legionnaire  over  the  course  of  a 
week,  The  only  way  of  stopping  this  process  is  to 
cleanse  him  with  the  As  t  o  f  Ex  o  r  c  i  s  m  of  the  fourth 
magnitude 
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with  a  rough  surface  to  make  it  easier  to  grip.  The  blade  is 
thin  but  relatively  broad,  with  one  extremely  sharp  edge 
The  blade  is  covered  in  fine  grooves  shaped  in  the  runes 
and  symbols  of  the  Dark  symmetry.  These  grooves  are 
filled  with  infectious  liquids  which  are  transferred  to  the 
victim  when  a  hit  is  scored.  The  terrible  wound  caused  by 
the  Curator  Sword  Is  infected  and  will  never  heal  properly, 
if  the  victim  survives  the  fever  and  the  pain. 


for  the  gamemaster:  A  person  taking  at 
least  one  point  of  damage  from  a  Curator  Sword  wound 
must  make  a  Hard  PHY-roll.  If  it  fails,  the  wound  wifi 
never  heal  unless  being  treated  with  an  Ar t  of 
Ex  o  R  c  i  s  m  of  at  least  the  seventh  magnitude 
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BACTERIA  GRENADES 

These  weapons  are  extensively  used  by  the  Sacred 
Defilers.  A  bacteria  grenade  is  constructed  out  of  a  long 
glass  tube  carrying  an  extremely  infectious  bacteria 
culture.  The  tube  is  inserted  into  a  metal  frame  and  this 
is  connected  to  bioorgamcal  explosives.  When  deton¬ 
ated,  the  infected  fragments  from  the  glass  tube  and  the 
shrapnel  from  the  metal  cause  hideous  wounds  on  the 
target  and  ensure  that  the  bacteria  enters  the  blood¬ 
stream  of  the  victim.  Even  if  no  victims  are  present  the 
shards  retain  their  infection  and  may  enter  the  system  of 
creatures  passing  by*  through  the  air  or  if  touched,  by 
entering  through  the  skin. 


FOR  the  gamemaster:  Any  person  taking  at 
least  one  point  of  damage  from  a  bacteria  grenade  must 
make  a  Hard  PHY-rolf  If  it  fails,  the  victim  must  perman¬ 
ently  lose  ld4  points  from  all  basic  capabilities.  Further, 
he  will  lie  in  a  coma  for  ld4  weeks. 


CURATOR  SWORD 

This  is  the  sword  earned  by  both  the  Curators  and  the 
Sacred  Defilers.  It  has  earned  respect  among  the  forces 
of  man  as  a  weapon  to  be  feared  and  the  mere  sight  of 
the  Curators  charging  with  raised  weapons  is  sometimes 
enough  to  rout  human  forces. 

The  Curator  Sword  has  a  long  handle,  made  of  metal 
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The  Oark  Legions  were  a  threat  who  knew  no  equal.  They  scoured  the  worlds  of  man  and  destroyed  all  that  lay 
i in  their  way.  In  their  trail  followed  corruption  and  disease. 

But  not  all  of  the  Legions  worked  this  kind  of  evil.  Within  our  own  Metropolises,  on  our  own  worlds,  walked 
the  Dark  Prophets,  the  Corrupters,  who  spoke  to  the  weak  of  mind  and  soul.  They  promised  them  power  and 
glory,  everything  that  a  man  wished,  if  only  they  walked  the  path  of  Darkness. 

And  so  the  ranks  of  Darkness  swelled  as  the  poison  spread  from  within.  The  Heretics  spread  their  corruption 
from  world  to  world  and  the  damage  they  caused  equalled  that  of  the  Dark  Legions  themselves.  For  the 
Heretics  dealt  their  blows  where  it  was  least  expected  and  rocked  the  very  foundations  the  Brotherhood  had 
laid  down. 


K  was  these  Heretics  the  Inquisition  was  dedicated  to  tracking  down  and  eradicating  from  our  worlds.  But 
they  were  strong  in  their  evil  ways  and  long  evaded  the  righteous  light  of  the  Cardinal. 

—  The  Sixth  Chronicle  The  Crusades  and  the  Inquisition  \  Galileo  Achros tidies 


THE  TAINTED 


The  dark  world  of  Mutant  Chronicles  is  not  only  the 
scene  of  great  heroics  and  lust  crusades  against  the  evils 
of  the  Dark  Legions  Intrigue  and  espionage  are  a  vital 
pan  of  corporate  life.  Untold  millions  have  been  tempted 
by  the  promises  of  the  Dark  symmetry  and  have  been 
converted  to  its  corrupt  ways  They  have  become  agents 


confront  in  his  adventures  have  been  corrupted  by  the 
Darkness  and  are  acting  for  the  Legions  from  within  the 
shelter  of  humanity 

It  is  also  possible  for  you  play  a  character  who  has 
been  swayed  by  the  Dark  symmetry  This  variant  will 
provide  your  adventures  with  an  extra  dimension  as  you 
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for  the  Dark  Legions  and  are  trying  to  cause  the  downfall 
Of  the  powers  of  the  Brotherhood  and  the  megacorp¬ 
orations.  It  is  their  task  to  prepare  the  way  for  the  final 
assault  of  the  Dark  Legions 

Many  of  the  enemies  that  your  Adventurer  will 


take  on  the  full  might  of  the  Brotherhood  and  the 
Inquisition  It  is  also  possible  for  the  Gamemaster  to 
include  a  Heretic  in  an  otherwise  normal  group  to 
provide  an  extra  challenge  for  ail  players 


Avoid/Pa rry:  4 


BECOMING  A  HERETIC 


The  power  of  the  Dark  symmetry  is  forever  searching  for 
strong  and  potent  souls  and  minds  to  convert  to  its 
glorious  cause.  It  projects  visions  of  power  and  might  to 
untold  millions  in  the  hope  of  planting  a  seed  of  doubt  in 
their  minds  Out  of  these  seeds  a  few  find  nourishment 
and  will  lead  the  recipient  onto  the  path  of  Darkness. 

THE  CORRUPTORS 

The  envoys  of  the  Dark  Legions  travel  the  worlds  of 
humanity  helping  secret  cults  and  Heretics.  These 
envoys— called  the  Corrupters— are  constantly  on  the 
lookout  for  possible  converts  to  the  dark  cause.  These 
converts  are  led  to  dark  deeds  and  thoughts,  and  the 
envoy  will  soon  confront  the  Heretic-to-be  with  the  truth  i 
about  his  intentions 

They  will  through  visions  and  dreams  flesh  out  the 
mystenous  and  powerful  forces  the  Heretic  will  gain  if 
he  devotes  his  soul  to  the  cause  of  the  Darkness.  The 
Heretic  will  be  confronted  with  the  immense  power  of 
the  Dark  symmetry,  he  will  see  the  inevitable  ending  of 
the  world,  and  he  will  soon  see  that  the  only  way  to 
survive  is  to  join  the  ranks  of  the  invincible  Darkness 

If  the  misguided  soul  tnes  to  refuse  the  offer,  the 
Corrupters  will  subtly  try  to  persuade  him  to  perform 
actions  in  line  with  the  Dark  symmetry.  Sooner  or  later 
the  Corruptors  will  claim  him. 

THE  INITIATION 

When  this  happens  the  Heretic  will  undergo  an  initiation 
rite  where  the  Well  of  the  Dark  symmetry  will  be 
opened  up  for  him.  In  return  for  his  devotion  to  the  Dark 
symmetry,  he  will  be  given  dark  powers  that  will  help 
him  in  his  fight  against  the  ^deceiving*  light  of  the 
Brotherhood  He  will  be  given  his  first  Dark  Gift. 


As  a  helping  hand,  teacher,  and  supervisor,  the 
Heretic  will  be  given  a  Tutor  who  is  his  direct  link  to  the 
Dark  symmetry 

A  character  may  become  a  Heretic  in  two  ways. 
Either  at  the  start  of  the  game  when  you  create  him.  or 
during  the  game  if  you  play  him  according  to  the  way  of 
the  Dark  symmetry. 


BP;S  ARMOR  (AV) 

Head  3 

none  0 

Arm  5 

none  0 

Stomach  5 

none  0 

Leg  6 

none  0 

Chest  6 

none  0 

attacks:  melee 
weapon  or  firearm, 

claws  (1d8+2): 

V  ■■ 

Fields  of  exper- 
|  tise:  Combat  8,  Fire- 

*  arms  9,  Communication 

4.  Movement  6, 

I  Technical  2 

:V,.  .-  -■  •  . 

Special 
abilities:  Any 
.•  combatant  ■> 

I  wbotaktf^at 

or<«  hit 

!>o; 


CREATING  A  HERETIC 
CHARACTER 

If  you  want  to  play  a  Heretic  character  from  the 
beginning  you  must  have  the  permission  of  your 
Gamemaster  Only  he  can  decide  if  a  Heretic  fits  in  his 
adventures 

A  beginning  Heretic  has  already  been  contacted  by 
the  Corrupters  and  undergone  the  initiation  rite  He  can 
choose  any  one  Gift  from  the  Dark  symmetry  (not  the 
dark  patterns)  as  his  Dark  Gift  He  will  also  have  a  Tutor, 
created  by  the  Gamemaster,  as  his  contact  with  the  Dark 
Legions 

As  the  Heretic  performs  dark  actions  and  evil  deeds, 
he  will  gain  in  power  and  become  elevated  in  the  ranks 
of  the  Heretics,  as  described  below  in  "The  Dark  Gift* 
He  will  gain  one  additional  Dark  Gift  per  background 
repetition 


THE  DA 


fn  the  initiation  rite  the  new  Heretic  is  endowed  with  the 
basic  powers  of  the  Dark  symmetry  and  given  one  Gift 
and  the  title  of  Acolyte,  the  First  Rank, 

At  the  same  time  as  the  Heretic  Acolyte  is  bestowed 
with  his  first  Gift,  he  is  given  a  quest  consisting  of  one  or 
more  tasks  When  these  have  been  earned  out,  he  will 
be  presented  with  the  second  Gift  land  another  quest), 
and  so  it  will  continue 

INCREASING  IN  POWER 

For  every  quest  the  Heretic  tackles  successfully,  he  will 
gam  on©  Rank  and  be  given  more  powers  and 
responsibility.  However,  he  will  also  fall  more  and  more 
under  the  influence  of  his  Tutor,  be  more  and  more 
wanted  and  easily  detected  by  the  Inquisition,  and  it  will 
be  more  difficult  for  him  to  do  things  out  of  line  with  the 
Dark  symmetry 

An  Acolyte  (Rank  t  Heretic)  that  falls  off  the  trail 
might  get  away  with  it,  if  helped  from  the  outside,  while 
3  Rank  4  Heretic  will  quickly  be  spotted  by  his  masters, 
having  his  soul  ripped  out  of  his  body  and  placed  in  the 
Chambers  of  eternal  torture. 

THE  QUESTS 

The  quests  given  should  become  more  difficult,  more 
questionable  and  more  hazardous.  Every  time  the 
character  has  succeeded  with  one,  he  must  in  some  way 
return  to  his  tutor  There  he  will  be  given  another  Gift, 
another  Rank  and  another  quest.  Also,  his  MST  will 


BECOMING  A  HERETIC 

A  character  can  become  a  Heretic  during  the  game  as 
well  If  you  insist  on  playing  your  character  in  a  way 
that  is  considered  as  evil  or  corrupt  and  if  your  I 
character  insists  on  furthering  the  goals  of  the  Dark  [ 
Legions,  you  will  sooner  or  later  be  contacted  by  the 
Corrupters  These  have  been  attracted  by  your 
character's  dark  thoughts  and  actions  and  will  offer  him 
the  Dark  Gift, 

For  every  action  that  your  character  performs  that 
would  give  a  Heretic  advancement  points,  the 
Gamemaster  can  choose  to  make  a  note  of  the 
action  When  the  character  has  performed  enough  of 
these  actions  he  will  be  approached  by  the  Corrupters 
and  offered  the  Dark  Gift  and  initiated,  as  described  . 
above. 


RK  GIFT 


increase  by  +ld6 

As  long  as  this  goes  on,  the  Heretic  will  slowly  grow 
in  power  H©  should  also  be  awarded  hero  points  just  as 
any  other  character. 

CHOOSING  GIFTS 

Every  time  the  Heretic  chooses  a  Gift,  he  may  freely 
choose  one  of  the  ten  available  to  him  (the  five  from  the 
Dark  symmetry  and  the  five  of  hss  Dark  Pattern) 

When  a  Heretic  reaches  the  rank  of  10  he  is  again 
approached  by  the  Corruptors  and  offered  to  join  their 
ranks  This  is  a  proof  of  his  services  to  the  Dark 
symmetry 

At  Rank  10,  he  will  also  be  given  two  new  powers: 
first,  the  power  of  handing  Gifts  to  other  people:  and 
second,  he  is  able  to  receive  Gifts  from  the  other 
patterns 

The  Ranks  and  their  titles  are 

t  Acolyte 

2  Adept 

3  Apprentice 

4  Novice 

5  Postulant 

6  Symmfltrician 

7  Weaver 

8  Master  Heretic 

9  Lord  Heretic 

10  Corruptor  end/or  Tutor 


THE  LIGHT  OF  THE  INQUISITION 


The  Dark  Powers  of  the  Heretics  do  not  go  without  notice 
from  the  Inquisition  Each  time  a  Heretic  is  elevated  in 
rank  or  uses  his  Dark  Powers.  The  Gamemaster  rolls  a 
d20,  If  the  result  is  lower  than  the  Heretic's  Rank,  the 
Inquisitors  will  have  had  a  prophetic  vision  of  the  Heretic 
and  his  deeds.  One  or  more  Inquisitors  will  from  now  on 
devote  their  time  to  tracking  down  the  Heretic  and 
cleanse  him  from  the  evil  of  the  Dark  symmetry  The 
result  of  the  roll  should  be  kept  secret  to  the  player 
playing  the  Heretic,  as  well  as  to  any  other  players 


The  Inquisitors  also  have  the  ability  to  sense  the 
presence  of  the  Dark  symmetry  when  they  are  dose  to 
it.  If  an  Inquisitor  is  within  50  meters  of  a  Heretic,  the 
Gamemaster  should  roll  a  d20  If  the  result  is  lower  than 
the  rank  of  the  Heretic,  the  Inquisitor  will  sense  the 
presence  of  the  Dark  symmetry 

He  fs  unable  to  pinpoint  where  the  Dark  symmetry 
comes  from  but  wilt  certainly  use  his  authority  to  seal  the 
area  off  and  perform  a  trial  to  find  out. 


4.  PiicBdiJc's  ptiiv^i  waKG;- 
Cfiordinatjon ,  roll  th  0 


|::;  charge  iSSoucuislul;g»in(o:ti's 
es  an  attacf;  m  foi 

■ 

I  ::'3i!N«w&c  weaf}(jr?,  kit  ft  (ails 


WHAT  IS  A  RPG? 


n  •  jj*' 


Slowly  we  slipped  i  .mher  dawn  the  alley  The  only  illumination  came  from  the  garbage-can  fines  at  the  i&  end  of  the 
streer  giving  the  entire  scene  a  surreal  air  of  filth  and  poverty,  occasionally  coming  real  in  the  flickering  fires  A  raw 
street  bums  had  gathered  round  the  warming  (fames,  shoeless  and  clad  in  rags,  they  wets  no  threat  to  us  and 
certainly  not  connected  to  ihe  Ftazeth  brothers  It  was  dead  silent 

Them  were  three  of  us,  Martin,  the  arms-deater  ana  former  commando,  Bemoni,  unemployed,  disillusioned  ex 
combat  pilot,  and  me,  sergeant  Michael  McBride  Just  out  after  a  four  year  pn^on  sentence,  i  was  as  eager  as  ever 
*0  ri*5il  those  Frazeni  downs  who  out  me  behind  bars  and  mined  my  military  career  This  was  my  mission,  my 
revenge,,  my  way  to  pay  back  and  put  an  end  to  the  Frazeiti  regime  of  terror  and  extortion  m  tne  Palo  District,  my  oki 
neighborhood 

Ar  almost  invisible  nod  from  Martin  ^.gnafed  that  we  weren  't  alone1  '-  Guys,  wait  » \  stopped,  hi  a  cigarette  and 
took  The  opportunity  re  glance  around,  noticing  four  guys  back  at  the  entrance  of  the  alley  I  couldn't  see  their  faces 
because  of  those  wicte-bnmmed  hats,  but  they  Wore  long  trencbs,  ideal  for  concealing  SMG  s  or  even  assault  rifles 
They  had  stooped  and  were  now  nervously  looking  our  way  two  of  them  obviously  conferring^  We  were 
completely  trapped  if  they  attacked  us  now,  unless 

Amtmsh^f-  Manm's  ;artjt-  hand  landed  on  my  shoulder  end  almost  scared  the  h&ji  out  of  'he  I  was  hteralfy 
thrown  into  a  doorway  just  tenths  of  a  second  before  a  slug  from  a  10  gauge  shotgun,  tors  at  my  footsteps^  'JVn 
$pmy  Mike,  i  knew  alt  about  n  all  the  time  t  should  nave  warned  you  earlier  nut  I  »  Martin  was  ectualTy 
whimpering 

•Shut  up,  let's  ger  outre  hereto  l  snapped,  crouching  and  carefully  peering  out  of  the  doorway.  I  would  nave 
throttred  him  men  and  there,  but  1  figured  he  had  a  real  good  story  No  sign  of  the  four  guys,  they  must  have  taken 
covet  as  well  I  signed  towards  Bentom  kneeling  behind  a  pile  of  scrap  wood  and  sheet  metal,  to  cover  me.  1 
counted  down  three  and  threw  myself  out  and  sprinted  towards  the  alley  entrance  careful  to  stay  close  ro  the  wall 
out  and  of  BentonFs  line  of  fire 

His  heavy  CAR-24  sub-mathriwgun  rattled  behind  me  a  few  moments  as  1  threw  myself  into  another  doorway 
dose*  ro  our  opponents4  The  sound  of  a  heavy  shotgun  blasted  through  the  sharper  sound  of  the  sub-machinegun. 
and  t  soun  around  in  the  same  moment  a$  l  pulled  out  my  Softer  handgun5  A  shadow  leaned  out  from  a  window 
above  Martin’s  door  wav.  a  dearly  visible  silhouette  against  the  darkening  sky  It  was  obviously  the  guy  who  had  tried 
to  klO  me  (list  seconds  ago  t  placed  my  red-point  laser-sight  on  him  and  hredft  The  silhouette  tumbled  out  of  the 
window  and  fell  to  the  concrete.  If  the  shot  didn't  kill  him,  the  fall  definitely  had7 

« Mike,  get  dowrf  ■  Martin  shouted  as  he  leaned  out  o(  the  doorway  with  the  pin  of  a  grenade  clenched  between 
his  teeth  In  erne  motion  he  pulled  the  catch  and  let  the  grenade  fly  in  a  high  arch  above  my  head,  landing  some  five 
meters  short  of  the  alley  entrance,  tolling  and  bouncing  another  few  meters  to  explode  in  an  inferno  of  snrapnel  and 
burning  phosphorus*  Instinctively,  I  put  my  am  up  to  block  hie  binding  explosion®  A  growl  from  behind  told  me 
Bemoi'i  hadn’t  oeen  as  lucky,  i  couldn't  count  on  him  far  a  mmyte  or  two,  but  1  wouldn’t  have  to  fear  (he  men  In  the 
alley  With  a  steady  grip  around  my  handgun,  i  stood  and  wafted  slowly  towards  the  alley  entrance  prepared  to  fire 
at  anything  that  moved 

A  couple  of  meteis  from  the  entrance  1  stopped  slowly  peeking  out  into  the  mam  street.  I wo  massacred  bodies 
to  the  nght  were  half  a  pound  heavj er  with  titanium  shrapnel  To  the  left,  sounds  of  heavy  Footsteps  end  dark-red 
pools  on  me  ground  indicated  (hai  the  remaining  couple  had  fled,  prebahly  \oa  waiting  car  or  a  hideout  nearby  A 
flapping  sound  and  a  circle  of  intense  light  came  closer  from  down  the  street  t  This  h  Capm  Omen  Secuntv 
Division  Lay  down  your  arms  and  put  yout  hands  behind  your  head  or  we  will  shoot  to  titf  ■* 1  turned  and  ran,  ran 
as  fast  as  I  could  away  from  me  chopper  Hopei  wily,  they  would  spot  and  follow  the  two  snipers,  otherwise  my 
rhances  would  be  skm  MJ  As  for  Martin,  they  could  have  him  Obviously,  he  was  an  informer  for  Frazeta,  and  as  foi 
Bomofk  I  didn't  worry  He  hact  gotten  out  of  far  worse  situations  before.  1  threw  off  my  leather  jacket*  left  it  in  the 
street,  and  ran  on  towards  safety. 

1  spa?  out  the  cigarette  on  tbs  sidewalk  and  heard  it  hiss  in  a  puddle  of  old  ram  They  wouldn’t  bust  me  again* 
neve* 


Footnotes 

1 ,  The  GM  makes  a  hidden 
Perception  skill  roll  to  see  if 
any  of  the  characters  notice 
the  four  men  behind  them  It 
succeeds,  so  the  GM  tells 
MaVtin  what  showed  up  and 
his  player  decides  to  inform  the 
others  with  a  nod 


2.  Again*  the  GM  makes  a 
hidden  Perception  skill  roll  to 
see  how  welt  McBride 
perceives  the  situation  He 
rolls  a  <2k  which  is  very  good, 
so  the  GM  decides  \o  give 
McBride's  player  a  clear  hint 
that  the  men  are  hostile. 


3,  Martins  player  suddenly 
decides  to  help  McBride  and 
tells  the  GM  that  lie 
im  msef  iat&ly  Ut  rows: 
and  McBride  mto  the  doorway, 
taking  cover  The  GM  rolls  the 
dice  symbolically  and  decides 
that  they  are  successful,  in  this 
way,  he  encourages  Martin's 
fjestureiifTie  hadn't,  acted* 
McBride  would  probably  be 
.  dead  by  now 


r  «  .  ^ 


WHAT  IS  A  ROLEPLAYING  GAME? 


9*  McBride  mates  a 


6*  McBride's  player  makes  a 
single  shot  attack-roll,  but  now 
without  rim  insufficient  Irglrf 
penalty*  due  to  the  tight 
background  He  hits,  and  since 
the  man  In  the  window  has 
already  made  his  actions  lor 
the  round  he  has  no  chance  to 
avoid  the  shot  The  bullet  hits 
the  man's  shoulder  and  makes 
him  lose  his  balance. 


7*  Another  rol|p  and  the  GM 
decides  that  the  man  falls  out 
of  the  window,  a  fall  of  four 
meters  And  indeed,  the  fall 
does  at  least  render  him 
unconscious;  the  GM  rolls 
IdG^I  twice,  and  both  times 
the  damage  is  taken  in  the 
chest,  in  all  12  points  of 
Bart,a^- 

6,  Martin  spends  only  one 
action  taking  out  the  grenade* 
arming  and  throwing  it,  which 
gives  him  -5  on  the  attack  roll 
Tire  roll  fails,  and  GM  rolled  10 
1-7 1  to  randomly  determine 
where  the  grenade  lands;  one 
square  shun  and  left  of  the  ' 
intended  target.  Another  roil;, 
me  QTmij^jjfeit^ncos  forward  1  | 

sq  ware  ^ 

rig  ht  on  Y  ™  ^ " 


The  world  of  Mutant  Chronicles  is  a  world  of  adventures, 
a  world  of  possibilities,  a  world  of  struggle  and  a  world  of 
heroism  In  this  game,  you  control  the  actions  of  a 
fictional  character  through  a  senes  of  events.  For 
example,,  you  and  your  two  friends  could  have  been 
McBride.  Bentoni  and  Martin  in  the  scene  described 
above 

Imagine  you're  an  actor  about  to  play  in  an  action- 
movie  taking  place  somewhere  in  the  solar  system  in  a 
distant  future,  The  world— well,  the  world  is  described 
quite  closely  in  this  book.  However,  there's  no  script  to 
the  movte.  there's  no  beginning,  story  or  end,  and  you 
don't  know  what  your  movie  character  looks  like,  what 
he's  called  or  what  he"s  like.  Yet. 

This  section  will  explain  the  role  of  the  Game  Master 
(director,  producer  and  writer),  how  he  creates  an 
adventure  (script)  and  how  he  gets  things  going 

The  following  section  explains  how  you  create  your 
character,  your  adventurer,  and  the  last  sections  cover 
how  to  resolve  the  different  situations  that  come  up  in 
the  game.  Will  you  make  the  shot,  will  you  manage  to 
convince  the  police  officer,  will  you  crack  the  secret 
computer  access  code,  will  you  be  able  to  repair  the 
broken  chopper,  will  you  withstand  the  poison  of  the 
sewer-rats?  The  combat  rules  are  the  most  detailed, 
since  these  situations  are  the  most  dangerous  and 
exciting. 


THE  GAME  MASTER 

One  of  you  must  be  the  Game  Master  (henceforth  called 
GM),  the  referee,  story-teller,  opponent  and  designer,  all 
in  one  person.  In  short,  the  GM  decides  (aided  by  the 
rules  and  the  dice)  what  happens  in  the  adventures.  If 
one  of  the  adventurers  says  fake  the  right  corridor!#, 
the  GM  says  «QKt  this  is  what  happens:#,  and  then  he 
tells  the  player  what  happens,  either  he  makes  it  up 
himself,  or  he  describes  what  is  written  in  a  pre¬ 
constructed  adventure 

And  so  it  continues.  Whenever  there's  a  conflict,  the 
GM  checks  the  rules,  the  players  make  die-rpll$  to  see 
how  well  they  manage  to  do  something,  the  GM 
describes  what  their  opponents  (non-player  characters) 
do  and  makes  all  their  dice-rolls  The  whole  idea  is  to 
have  an  exciting  and  heroic  game  where  everyone  has 
fun,  the  idea  is  not  to  try  to  kill  or  defeat  the  others  The 
goal  is  to  work  together  as  a  team. 


THE  N PCS 

The  NON-PLAVER  CHARACTERS, 

NPCs.  are  the  minor  actors  and 
extras  in  the  adventure.  They  are 
controlled  by  the  GM,  who  must 
decide  exactly  who  they  are,  and 
what  they  do.  The  GM  makes  all 
their  die  rolls.  He  must  decide 
how  well  he  should  define  and 
flesh  out  the  NPCs,  the  more 
important  ones  should  be  fairly 
well  described,  while  it  could  be 
enough  just  to  supply  combat 
statistics  for  more  simple 
adversaries*  like  street  gangs  and 
police  officers 


THE  PLAYER  CHARACTERS 

Your  character  will  be  your  alter  ego  in  the  game  What 
he's  like  is  pretty  much  up  to  your  so  try  to  get  a  clear 
idea  of  how  you  would  like  him  and  what  role  you  would 
like  to  play,  before  you  start  The  dice-rolling.  Do  you  want 
to  be  the  tough  former  commando,  the  disillusioned  ex- 
pilot,  the  stinking  rich  ex-stockbroker,  or  maybe  the  | 
brilliant  scientist  who  deserted  and  became  an  illegal 
arms-manufacturer?  The  character  is  ultimately  under 
your  control  but  has  limitations  which  are  given  in  the 
rules. 

The  characters  in  the  game  are  defined  by  a  set  of 
numbers.  These  numbers  describe  the  basic  attributes  of j 
the  character,  such  as  strength,  intelligence  and  t 
physique,  and  what  skills  he  has*  for  example  how  adept 
he  is  at  using  a  sub-machine-gun,  driving  a  car  or 
programming  a  computer 


NECESSARY  EQUIPMENT 

Apart  from  this  rules-book,  there  are  a  few  things  you'll 
need  to  get  the  most  out  of  your  game.  Most  important 
are  the  dice,  available  in  most  hobby  stores  This  game 
uses  four-sided,  six-sided,  ten-sided  and  twenty-sided 
dice. 

The  character  sheets  are  also  very  helpful  to  record  all 
information  you  need  about  your  character,  from  his  skills 
to  his  equipment  and  notes  on  people  he  has  met.  Use  a 
pencil  when  writing  on  the  character  sheets,  since  much 
of  the  information  is  changed  frequently  throughout  the 
game.  You  may  photocopy  them  for  personal  use 
In  combat,  it  is  necessary  to  have  some  floorplans 
(squared,  using  20  x  20  mm  squares)  and  some  sort  of 
playing  pieces*  most  gamers  use  metal  miniatures 
(available  through  most  hobby  stores). 

Also,  you  will  need  an  adventure*  either  one  that  your 
GM  has  designed  himself,  or  a  pre-constructed  official 
Moran  f  Chronicles  adventure.  These  can  be  found  where 
you  bought  this  book. 


DICE 

In  the  rules  you  will  often  be  asked  to  roll  one  or  more 
dice.  This  is  indicated  by  a  number  and  letter  combin¬ 
ation. 

The  first  number  indicates  the  number  of  dice  to 
rolled  and  the  second  which  type.  Separating  these 
numbers  is  the  letter  «d»»  which  stands  for  «die»  When 
rolling  several  dice  add  the  results  together  to  come  up 
with  the  total.  Any  modifications  to  the  roll  are  given 
after  the  combination  and  are  added  or  subtracted  from 
the  sum  total. 

Example;  3d6  means  that  you  roll  the  six-sided  die 
three  times  and  add  the  results .  2d  1 0+2  means  that  you 
roll  the  ten-sided  die  twice r  add  the  results,  and  then  add 
two  to  the  sum 

162  would  stand  for  a  ^two-sided*  die.  but  since  1 
there  is  no  such  die,  roll  a  d6  instead.  If  the  result  Is  1*  2 
or  3,  read  rt  as  u  l »— if  the  result  is  4,  5  or  6,  read  it  as 

m2»», 

Similarly*  the  six-sided  dice  is  used  when  a  d3  is  ^ 
required  A  result  of  1  or  2  is  read  as  « 1  w.  a  result  of  3  or  ( 
4  is  read  as  «2nf  and  if  you  roll  5  or  6  this  means  *3# 


infill  '•  ' 


The  most  difficult  thing  for  an  inexperienced  GM  is  to 
design  his  first  adventure  However,  it  is  not  that  hard. 
Above  is  an  example  of  how  a  typical  adventure  can 
begin  the  characters  get  a  mission  or  a  task  from 
someone,  in  this  case  Fat  Freddie  and  when  they're 


finished,  they  are  to  get  some  kind  of  reward,  in  this 
case  5,000  CCs,  Let  s  assume  that  Mike  plays  McBride, 
Martin  plays  Martin  and  Stephen  plays  Bentom  In  the 
scene  above  It  would  probably  have  sounded  something 
like  this  during  the  gaming  session: 


DESIGNING  ADVENTURES 


ftWeli,  my  friends,  it's  all  settled  then, .  eh?  Just  a  last 
second  of  your  time  As  you  can  seet  this  whole 
operation  ts  quite  a  defies te  matter.  I  take  n  you'll  handle 
it  with  the  utmost  discretion  . »  The  fat  man  leaned  back 
in  the  leather  armchair,  crossed  his  fat  arms  above  the 
fat  chest  and  wrinkled  his  fat  forehead,  «And  if  you  mess 
it  up ,  /  have  never  seen  you  and  the  other  way  around, 
I  hope,  eh»  A  fat  man  s  childish  giggle  popped  out  of  his 
throat,  the  loose  skin  wobbling  below  his  chin  when  his 
fat  face  split  in  a  massive  smile. 

It  was  Martin's  idea  to  be  here  His  version  was, 
afterwards,  of  course  that  he'd  had  no  idea  of  what  it 
was  all  about  *Cmon.  guys .  rf's  /usr  some  son  of 
routine  business .  you  know \  making  a  delivery  down¬ 
town  f  promised  him  we  could  take  care  of  it.  We 
really  do  owe  him  this  one.  , u  Reluctantly  we  had  agreed 
to  meet  this  *Fat  Freddie*,  the  boss  of  the  Imperial- 
connected  branch  of  the  Prazeni  empire.  In  one  way,  I 
lust  had  to  meet  him  to  learn  more  about  the  Frazettis, 
but  on  the  other  hand,  it  might  just  as  well  be  another 
set-up  But  I  decided  to  trust  Martin  this  time.  After  all, 
imperial  was  his  turf,  and  I  was  as  lost  as  a  tracer-bullet 
in  a  lava-stream  in  these  quarters 

Fat  Freddie  lived  up  to  his  name  He  was  huge,  could 
barely  move  or  even  speak  properly,  since  his  cheeks 
weighed  down  on  his  lower  jaw  so  much  He  spoke 
extremely  slowly,  articulating  every  word  meticulously, 
smacking  and  snorting  all  the  while  It  looked  as  is  if  he 
had  been  poured  down  into  his  armchair.  |  instinctively 
hated  him. 

Anyway,  the  deal  was  simple  and  lucrative:  go  to  the 
comer  of  Gordon  and  MacGuire,  meet  with  a  Frazetti 
courier,  give  him  a  parcel  and  get  a  briefcase,  and  return 
here  And  for  this,  we'd  get  5  big  ones?  Each?  It  was  all 
so  simple  the  whole  thing  just  screamed  ti WARNING  I 
SET-UP1**,  but,  what  the  heck,  if  we  were  just  careful 
enough  I  almost  hoped  they  would  try  to  pull  a  trick  on 
us;  that  would  give  me  a  fair  reason  to  perforate  the 
disgusting  fat-blob  in  front  of  me 

^Certainly  sir.  we  have  a  deal  and  you  won't  be  dis¬ 
appointed  .  I  managed  to  say,  even  though  my 
thoughts  mainly  circled  around  if  this  meant  I  would  have 
to  shake  hands  with  him  « Splendid [  McBride,  that's  my 
man l  Take  the  details  with  Johnstone  and  well  meet 
here  tomorrow ,  »  He  made  no  sign  of  rising,  so  I  just 
nodded,  relieved,  made  a  perfect  military  about  face, 
sweeping  my  long  cloak  around  as  strikingly  as  possible, 
and  marched  towards  the  door,  my  steel  heels  echoing 
against  the  marble  floor  It  was  my  experience  from  eight 


years  of  service  that  nothing  impressed  fat  majors  and  * 
colonels  as  much  as  determination  and  efficiency.  From  ^ 
that  point  of  view.  Fat  Freddie  could  have  been  a  field  % 
marshal. 


the  message  and  acts  quickly 
enough.  Had  Martin  waited 
anotlV  action  with  the  throw, 
this  would  have  been 
unnecessary 

1  O*  The  GM  decides  that 
there  \$  a  fifty-fifty  chance  that 
the  officers  will  spot  the  croaks 
-before  they  spot  McBnde.  He 
makes  a  roil,  and  tells 
McBride's  player  that  the 
flapping  sound  seems  more 
and  more  distant... 


WHAT  REALLY  HAPPENED 


GM  [speaking  with  a  British  accent  slowly  and  very 
carefully  but  with  a  slight  lisp,  imitating  Fat  Freddie! 
«WelL  my  fnendth,  it'th  all  thettied  then,  eh? a 
Mike  Ito  Martin  and  Stephen!:  «Whal  do  you  think, 
guys?» 

GM  (pitched  voice! :  Jutht  a  latht  ihecond  of  your 
time..  Alh  you  can  thee,  thith  whofe  operation  ith 
quite  a  delicate  matter,  1  take  it  you  will  handle  it  with 
the  utmotht  dilhcretion,  .» 


Stephen  4 1  went  five .» 

Mike  [to  GM/Fat  Freddie,  imitating  McBride!'  «0K,  sir, 
well  do  it  for  five  grand.  We  have  some  exp¬ 
enses.  .» 

GM  [as  Fat  Freddie  and  Johnstone f  his  aide)  «Whai  do 
you  they,  JohnthTone,  should  we  give  them  five? — 
Alright  with  me.  sir  —Very  well.  then,  let  uth  they 
five  thouthand.  if  that  thuitth  you  betters 
Mike  l to  GM/Fat  Freddie!; « Certainly,  sir,  we  have  a  deal 
and  you  won't  be  disappointed  Ito  The  GM!  Euuh,  do 
!  have  to  shake  his  hand  now  . ,  *> 

GM  «Thp!endid,  McBride,  that'th  my  manl  Take  the 
beta  1 1th  with  Joh  nth  tone  and  we  II  meet  here  to¬ 
morrow...  Mo,  Mike,  he  doesn't  seem  too  excited 
about  touching  you  either,  he  just  sits  there.  Not 
that  he's  physically  able  to  move,  but,  » 

Mike:  <\QK,  I  walk  out  of  the  room  as  quick  as  I  can.  No. 
wait,  I  command  myself  to  attention,  make  an  about 
turn,  and  march  out  of  the  room, » 

Martin,  «l  do  the  same,  walking  at  arm’s  length  behind 
him.# 

Stephen:  wAre  you  guys  for  real?  [to  GM1 1  just  follow 
them  as  pathetically  as  I  can ...» 

GM  (making  a  reaction  roll  secretly!;  «We!l,  Johnstone 
also  rises  to  strict  attention,  obviously  by  instinct  but 
Jabba  doesn’t  look  too  impressed. * 

Stephen:  wHey,  maybe  that’s  why  he's  familiar!  Maybe 
we  met  at  the  flight  academy |?» 

GM  [muttering!:  «Well.  maybe.  .. » 

Stephen;  uC’mon,  did  I?  !  should  remember  that,  right? 

It's  just  six  years  ago  1  have  INT  sixteen, » 

GM  «OK,  make  an  INT-rofl.  Normal *» 

Stephen:  «QK,  I  have  intelligence  sixteen  .  [rolls  a  d20! 


Martin  Ito  Mike  and  Stephen!: « \  say  we  go  for  it.« 
Stephen 

Mike  Ito  GM!:  it  You  say  he  was  how  fat. . .  ?» 

GM.  *  Unimaginably  I  mean,  the  guy  would  crush  Jabba 
the  Hut,* 


Mike  [to  Stephen  and  Martini;  trC'mon,  we  know  some¬ 
thing  is  very  fishy  around  here,  what  do  you  say,  we 
rush  into  it  anyway  .?» 

Martin ;  « Definitely.  I'm  trigger-happy  And  remember, 
four  thousand,,.* 


Five)  Made  it..,** 

GM; « Right,  you  suddenly  remember  he  was  in  the  class 
above  you,  but  he  was  flunked  and  demoted  for 
leaking  classified  information  to  Bauhaus  agents  * 
Mike:  «l  wonder  if  Jabba  knows  that.  ..?** 


...AND  WHAT  HAPPENED  NEXT. 


In  this  way,  the  GM  can  use  the  characters'  background 
to  weave  in  information  and  hints.  The  players  may  soon 
realize  that  Johnstone  is  an  under-cover  agent  for  Bau¬ 
haus,  currently  employed  by  an  Imperial-allied  mafioso  . 

The  plot  thickens,  especially  when  the  players  get  to 
the  rendezvous  with  the  Frazetti  agent  The  GMfs  plan 
(the  adventure  plop  is  to  throw  in  a  Bauhaus  assault 
team  to  attack  the  players  and  try  to  steal  the  parcel.  The 
assault  team  fails  in  getting  the  parcel,  but  kills  the 
Frazetti  agent  and  takes  his  briefcase,  which  is  stuffed 
with  money.  They  disappear  in  an  armored  car,  but  after 
just  a  few  seconds  it  explodes.  Obviously,  the  players' 
money  was  quite  explosive 

If  the  players  do  some  research  and  maybe  interrog¬ 
ation  they’ll  find  that  the  parcel  contains  blueprints  of  a 
secret  fantastic  gadget  that  Bauhaus  scientists  have 
invented  (however,  it  takes  an  expert  to  see  what  ft  is). 
They  were  stolen  from  the  Bauhaus  research  lab  by  Fat 
Freddie's  gorillas,  and  Johnstone,  of  course,  told  the 
Bauhaus  management  all  about  it. 


The  players  are  probably  upset  with  Johnstone  who 
set  the  trap,  with  the  Bauhaus  guys  who  almost  killed 
them,  with  Fat  Freddie  since  they  can  forget  the  five 
thousand,  and  with  Frazetti,  who  tried  to  blow  them  into 
orbit.  They  still  have  the  blueprints,  though 

On  the  other  hand,  Bauhaus  wants  the  players  (and 
the  blueprints},  Fat  Freddie  wants  them  (he  had 
promised  Frazetti  the  blueprints},  Frazetti  wants  them  (so 
that  he  can  sell  the  blueprints  back  to  Bauhaus}, 
Johnstone  wants  them  (since  he  is  a  Bauhaus-guy)  and 
Imperial  wants  them  (and  the  blueprints,  which  Fat 
Freddie  has  told  them  about). 

Good  luck,  there's  your  storyline.,  Only  the  charact¬ 
ers'  actions  can  decide  what  really  happens  in  the  future, 
the  GM's  work  is  to  develop  stats  for  the  NPCs 
(Johnstone,  the  Bauhaus  assault  team,  the  Imperial 
agents,  Frazetti,  etc),  invent  the  fantastic  gadget  that 
everyone  wants,  draw  maps  of  the  combat  scenes,  and 
try  to  make  up  a  logical  and  believable  conclusion  that 
makes  everyone  happy 


THE  CHARACTER 


The  character  is  your  hero,  your  adventurer  in  the  world  of  Mutant  Chronicles ,  Physically,  he  is  just  a  set  of 
values  on  a  sheet  of  paper,  but  in  the  game  he  is  much  more.  Below  is  described  how  you  calculate  the  figures 
that  help  you  use  your  character  in  the  game. 

You  will  need  a  character  sheet,  pencil  and  eraser  and  the  dice.  Some  scrap  paper  might  also  come  in 
handy. 

In  short,  the  procedure  for  generating  your  character  goes  like  this: 

-  Determine  your  Basic  capabilities 

•  Determine  your  initial  Social  standing 

•  Develop  your  Adolescence  skills 

•  Choose  a  Background  and  go  through  the  «Background  loop»  as  many  times  as  you  wish,  Apply  any  aging 
effects  as  soon  as  they  occur, 

•  Determine  your  Combat  statistics 

•  Buy  equipment,  fill  out  the  Personality  form,  and  enter  the  adventure! 


BASIC  CAPABILITIES 


The  Basic  capabilities  are  the  most  important  of  your  with  a  low  intelligence.  With  a  low  value  here,  you'd 

character's  values  One  of  their  most  important  functions  better  have  a  high  PER-vaiue  instead 

ts  that  they  are  used  to  calculate  your  Combat  statistics. 

Because  the  basic  capabilities  will  change  a  lot  during  the  mental  strength  (MST>.  Will-power,  det- 

character  generation  process,  it  is  best  to  wait  on  the  ermmation,  resiliency  to  shock,  pain  and  things  mystical. 

Combat  statistics  until  you  begin  the  adventure  This  capability  is  mainly  used  for  determining  your 

The  basic  capabilities  range  from  1  to  20,  where  low  damage  capacity  and  how  fast  you  can  act  in  combat 
is  bad  and  high  is  good.  They  are  situations.  It  is  also  essential  when  you  face  the  terrors 

of  the  Dark  Legion — a  low  value  will  undoubtedly  result 
strength  (STR),  Your  physical  strength  and  in  a  panicky  character 
your  ability  to  use  ft  properly  in  different  situations.  It  is 

essential  in  hand-to-hand  combat  and  also  restricts  which  personality  (PER),  Charisma,  charm,  outward 


firearms  you  may  use 


appearance.  The  higher  the  value*  the  cooler  you  are 


physique  (PHY).  Your  physical  status  in  terms  of 
endurance,  shock  and  pain  resiliency  and  immune 
defense.  It  is  mainly  used  to  determine  how  much 
damage  you  can  take. 

coordination  (cork  Deftness,  speed,  agility, 
coordination,  etc.  COR  determines  vour  accuracy  when 
using  missile  weapons,  how  fast  you  can  act  in  combat, 
and  your  defensive  capabilities  If  you  want  to  be  a  good 
fighter  a  high  COR-value  is  essential 

INTELLIGENCE  ( I  NT),  Reasoning,  memory,  per¬ 
ception,  the  ability  to  learn.  An  important  capability  for  all 
characters,  since  you  won't  be  able  to  acquire  any  skills 


With  3  low  value,  you  won't  be  able  to  impress  anyone, 
meaning  you  can't  get  an  occupation,  meaning  you  won't 
learn  anything  This  is  the  capability  that  varies  most 
during  the  game, 

DETERMINE  THE  BASIC 
CAPABILITIES 

Roll  3d6  eight  times,  remove  the  two  lowest  values,  and 
distribute  the  remaining  six  among  the  basic  capabilities 
You  may  transfer  points  from  one  basic  capability  to 
another  on  a  two  to  one-basis,  i  e.  reducing  one  basic 
capability  by  two,  or  two  by  one,  allows  you  to  raise 
another  basic  capability  by  one. 


SOCIAL  STANDING 


AGING  EFFECTS 


Your  social  standing  primarily  decides  how  much  money 
and  what  possessions  you  have  when  the  game  begins. 
A  result  of  would  mean  you've  been  raised  on  the 
street,  while  a  result  of  1-10!  would  mean  your  par- 
ents  are  top  officials  of  a  major  corporation. 

Roll  IdIO  to  determine  your  social  standing,  It  will  be 
modified  several  times  during  the  character  generation 
process,  and  it  is  only  the  final  result  that  counts  li  e 
even  if  you  have  a  very  high  income  during  some  of  your 
background  years,  you  can  t  save  anything  for  later), 


RAISING  YOUR  SOCIAL  STANDING-  How¬ 
ever  hard,  it  is  possible  to  break  with  the  past  and  try  to 
raise  your  social  standing  8y  spending  one  point  each 
of  PER  and  PHY,  you  may  raise  your  social  standing  by 
one+  up  to  a  maximum  of  8.  If  your  initial  social  standing 
was  8  or  more,  you  may  not  raise  it,  Raising  social 
standing  may  only  be  done  before  you  continue  with  the 
rest  of  the  character  generation. 


There  are  32  skills  described  in  this  game,  listed  under 
« Fields  of  Expertises  How  proficient  you  are  in  a  skill  is 
described  by  a  Skiul  Value  (SV),  which  most  of  the  time 
ranges  from  1  (worthless)  to  20  (a  real  master). 

You  improve  your  proficiency  in  the  skills  by  making 


Skill  picks.  Every  time  you  make  a  pick,  the  SV  in  that 
skill  is  raised,  as  indicated  in  the  skill  pick  boxes  on  the 
character  sheet.  For  the  first  pick,  the  SV  is  increased  by 
+3,  for  the  second,  it  is  increased  with  an  additional  +2  la 
total  of  +5),  etc. 


Your  Adolescence  skills  reflect  what  you  have  learned 
before  you  get  yourself  a  job,  everything  you  learn  until 
the  age  of  16.  It  consists  of  a  Base  Skill  Value, 
elementary  education  skill  picks  and  three  rolls  on  the 
Adolescence  events  table. 


ELEMENTARY  EDUCATION 

You  may  make  a  number  of  skill  picks  depending  on  your 
I  NT.  Also,  you  must  make  3  rolls  on  the  ^Adolescence 
events  table*.  These  events  come  in  chronological  order 
Reroll  if  a  result  marked  with  <*i  comes  up  twice. 


BASE  SKILL  VALUE  (B-SV) 

Your  Base  Skill  Value  depends  on  the  value  of  the  basic 
capability  connected  with  the  skill,  and  you  get  one  m  all 
skills.  This  B-SV  is  never  changed  during  the  game,  even 
if  the  Basic  capability  should  change.  For  the  Special 
skills,  the  B-SV  is  derived  from  the  Combat  statistics, 
which  are  calculated  iarer  on. 


ELEMENTARY  EDUCATION  TABLE 

fWT  §  of  skiff  picks  fm»m  start 


Right  now,  you  are  16  years  of  age  and  ready  to  go 
adventuring  in  the  world  of  Mutant  Chronicles .  However, 
you  are  young  and  inexperienced  and  unless  you  have 
very  high  basic  capabilities  you  won't  last  very  long  out 
on  the  street.  Therefore,  you’d  better  get  a  job  before 
you  go  adventuring. 


The  effects  of  age  are  critical  in  the  world  of  Mutant 
Chronicles,  where  rhe  average  life-span  Is  about  40  years 
due  to  the  hostile  environment.  When  you  reach  the  age 
on  line  1  (27,  33,  39,  etc.),  apply  the  modifications  in  the 
column  to  your  basic  capabilities.  For  example,  a  38-year 
otd  character  becoming  39  would  have  to  lower  $TR, 
PHY  and  COR  by  one  and  raise  his  MST  and  PER  by  one. 

All  effects  of  aging  are  applied  immediately  and  the 
combat  statistics  are  recalculated. 


[base  skill  value  table 

Basic  Capability  Value 

Base  Skill  Value 

1-5 

2 

3 

10-14 

4 

16-16 

5 

17+ 

6 

1 —  [1 

1-5 

4 

5-9 

5 

10-14 

6 

15-16 

17+ 

8 

aging  effects  table 

27  33  33 

45*  51* 

STR  ±0  -1  -1 

"1  -t 

PHY  -1  -1 

-2  -4 

COR  ±0  -1  -1 

-1  -*1 

(NT  *  1  +1  ±0 

±0  -2 

MST  r0  iO  +1 

+  1  +1 

PER  ±0  +1  i-l 

±0  -4 

*:  Roll  a  d20  every  year;  if  it  is  higher  than  your 

PHY  value,  you  die  from  old  age.  If  any  of  your 

basic  capabilities  reach  *Q»(  you  die  anyway. 

3  Make  your  skill  picks.  Adjust  PER  and  roll  for  Social 
standing  modification  Make  two  roils  on  the  *  Special 
events  table  Hreroll  if  a  result  marked  with  <♦>  comes 
up  twice!  Add  +2  to  Age  and  apply  any  Aging 
effects, 

4  Boll  a  d20.  If  it  is  higher  than  both  your  PER  and  your 
INT,  you're  sacked  and  must  choose  a  new 
background  (return  to  step  <1>;  a  roll  of  <20>  always 


Your  background  DEVELOPMENT  will  provide  your  character 
with  his  initial  skills  You  will  spend  a  number  of  two-year 
periods  either  working  in  one  of  eight  occupation 
categories  [referred  to  as  ^backgrounds^  below),  or  as 
unemployed  From  the  Special  events  rolls  you  will  also 
learn  much  about  your  character's  background. 


PROCEDURE 


BACKGROU 


N 


DS 


V?rr  “  L‘L  r 


Choose  one  of  the  backgrounds  below  Most  of 
them  have  requirements  that  will  have  to  be  met 
before  being  considered  for  employment  (the 
requirements  only  have  to  be  fulfilled  at  the  day  of 
employment) 

Roll  a  d20,  If  it  is  lower  than  or  equal  to  either  your 
INT  or  your  PER,  you  get  the  jot?  and  continue  with 
step  <3k  otherwise,  see  «  Unemployment”  below 


means  the  sack).  If  it  is  lower  than  or  equal  to 
either  PER  OR  INT.  you  have  the  option  to  sign  up  for 
another  two  years  (go  to  step  <3>L  but  you  can  also 
opt  to  try  to  get  a  new  background  (return  to  step 

ill). 

Continue  steps  3  and  4  until  sacked  or  broke.  After 
this,  try  to  get  a  new  background  (go  to  step  <14  or 
go  adventuring, 


CHOOSE  A  BACKGROUND  WHICH  REQUIREMENTS  YOU  FULFIL 


MAKE  AN  1  NT/PER  ROLL  TO  SEE  IF  YOU  ARE  EMPLOYED 
SUCCESS  \\  FAILURE 

~T~ 


EMPLOYED 


*  MAKE  YOUR  SKILL  PICKS 

*  ADJUST  PER 

■  ADJUST  SOCIAL  STANDING 
-  MAKE  2  SPECIAL  EVENTS  ROLLS 

*  ADJUST  AGE  (+21* 

MAKE  AN  INT/PER  ROLL  TO  SEE 
IF  YOU  KEEP  THE  JOB 


UNEMPLOYED 

•  MAKE  4  FREE  SKILL  PICKS 

■  LOSE  2  FROM  PER 

-  LOWER  SOCIAL  STANDING  BY  2 

■  MAKE  2  SPECIAL  EVENTS  ROLLS 
•ADJUST  AGE  (+2)* 


SUCCESS 


FAILURE 


*  =  AFTER  YOU  HAVE  ADJUSTED  YOUR  AGE  AND  APPLIED  AGING  EFFECTS  YOU  HAVE 
THE  OPTION  TO  QUIT  AND  GO  ADVENTURING. 

IF  YOUR  SOCIAL  STANDING  IS  «0»  YOU  MUST  CHOOSE  THIS  OPTION. 


UNEMPLOYMENT 

For  each  period  of  unemployment  lalways  two  years  at  a 
timel.  make  four  free  skill  picks  Lose  2  from  PER  and 
lower  your  Social  standing  by  2.  Make  two  Special 


events  rolls  Adjust  Age  (+2)  and  apply  any  Aging  effects. 
Now,  two  years  have  passed  and  you  may  return  to  step 
u  1 » or  start  your  career  as  an  adventurer 


BACKGROUND  DESCRIPTIONS 


requirements;  Means  the  requirements  you 
have  to  meet  for  the  occupation.  The  requirements  only 
have  to  be  fulfilled  at  the  day  of  employment.  Social 
standing  <i  t  ms  a  requirement  for  all  backgrounds. 

fields  of  expertise;  The  figure  after  each 
field  of  expertise  tells  how  many  skill  picks  you  may 
make  from  the  field  of  expertise  after  each  period  of 
service,  The  ^Free^  picks  may  be  made  from  any  field  of 


expertise,  including  the  Special  skills. 
social  standing;  Roll  the  die  combination.  If 
the  result  is  higher  than  your  current  social  standing,  it  is 
raised  by  1  If  the  result  is  lower  than  your  current  social 
standing,  it  is  towered  by  l  If  you  roll  equal  to  your 
current  social  standing,  it  is  not  changed 

per- MODIFICATION:  This  modifier  is  applied  to 
your  PE R-value  every  time  you  make  your  picks, 


Other 

Background 

options 

Apart  from  the  eight 
backgrounds  described 
here,  there  are  three 
additional  backgrounds  to 
^consider— the  inquisitor, 
the  Mystic  and  the 
Doomtrooper. 

The  Brotherhood 
backgrounds— the 
inquisitor  and  the 
Mystic — require  lifelong 
practice  and  the  character 
generation  procedure  is 
different  from  the  one 
described  here.  If  you 
want  to  choose  any  of 
these  backgrounds,  whig]}., 
is  only  reeornhh^aeS  for 
players  who  have  played 
a  couple  of  times,  go 
DtnecTi  y  lo  the  chapter 
[  «the  Brotherhood”  when 
;  you  Kave  rolled  your  Basic 
Capabilities  and 
developed  your  Skill 

IT  Standing), 

-V-:-  Ml  ,  .  ;• 


Ranks 

If  you  choose  the  « Milit¬ 
ary  Law  Enforcement* 
background,  you  wifi 
eventually  get  a  rank* 
Everytlme  you  are  «re-  p 
employed^  (L  e.  succeed 
with  the  I  NT/PER’ roll  to 
keep  the  job),  you  will 
gam  rmt:  rank  in  the  table 
below.  Before  the  slash 
are  given  examples  of 
military  titles,  after  the 
slash  ^civilian*  (law 
enforcement)  titles: 


Roll  Grunt  Rank 

1  Pnvate/Patrolman 

2  Private  1st  class/Senior 
Patrolman 

2  Corpora  l/Patrol 
Commander 

i  Sen  gee  nt/Com  mending 
Supervisor 

5  S^ff  Sergeant/ 
Sergeant  ,,  * 

6  Sergeant  Gunnery/ 
Senior  Sergeant 

7  Sergeant  1st  Class.'  < 
Acting.  Supervisor 

8  Sergeant  Major/Acting 

iMH  |  ',;jf 

i  Cade: 

Lieutanant  Cf^T 


MILITARY/LAW 

ENFORCEMENT 

You  work  as  a  soldier,  security  guard  law  enforcer  or 
internal  investigation  agent,  probably  within  the  security 
detachment  of  a  larger  freelance  corporation.  It  is  doubtful 
That  you  will  see  any  real  action,  but  your  basic  training 
and  tasks  will  involve  firearms  and  combat. 


requirements:  Grunt:  STR  9, 
Officer  Max  25  years  Military  academy 


Grunt 


Officer 


Combat: 


Firearms: 


Communication 


Movement: 


Technical 


■ocial  standing 


MEDIA 

The  Media-background  covers  reporters,  journalists, 
camerannen  in  the  field,  free-lancing  muckrakers, 
paparazzi,  etc  You  are  either  employed  on  a  free-landng 
basis  or  have  a  steady  job  as  a  reporter  The  employer  is 
a  smaller  freelance  media  company  and  your  basic 
training  and  experiences  are  focused  on  collecting 
information  and  dealing  with  people  on  all  levels  of 
society. 


requirements:  Freelancer  Max  25  years  PER 
13:  Reporter  Max  25  years.  Media  College 


Combat 


Firearms 


Communications:  2 


Movement: 


Technical 


Social  standing  IdIO 


2d10 


STR  PHY  COR  1NT  MST  PER 

|  12  ||  14  H  37  |1  15  H  13  H  lol 


SECURITY/INVESTIGATION 

Your  area  of  work  is  security  matters  and  private 
investigation,  You  are  probably  employed  by  a  small 
freelance  surveillance  or  investigation  bureau,  and  have  a 
very  flexible  and  multi-faceted  training,  However,  the 
requirements  are  also  hard  to  meat. 


STAFF 

SERGEANT 

Michael 

McBride 


B&low  is  described  the 
complete  generation  at 
the  player  character 
belonging  to  Mike.  In  the 
beginning,  he  only  knows 
he  would  prefer  a  military 
type  of  character,  skilled 
primarily  in  fighting  and 
moving  maneuvers 


Basic 


Capabilities 


First,  he  rolls  3 66  eight  times* 
resulting  iri  the  following 
results:  U  10,  5, 12,9.1  If 
and  v?  He  removes  tne  two 
lowest  values,  <0i  and  *9),  and 
the  other  six  now  remain  to 
be  distributed  among  the  six 
basic.capabil  ties  in  the 
r  boxes  in  the  top  left  of  the 
character  sheet.  He.  knows 


Me  ch  Scientist 


Combat: 

Firearms: 

Communications: 

Movement 

Technical: 

SHI 

Social  standing 

PE  R-modifi  cation 


requirements:  Max  25  years.  Any  higher  educ¬ 
ation  No  criminal  record 


Combat; 

1 

T  Firearms: 

1 

Communications: 

1 

Y  Movement: 

1 

Technical: 

1 

Free: 

3 

Social  standing 

IdtO 

PER-modification 

+1 

' 


Social  Standing 


Next,  he  rolls  a  rflO  lo  „ 
determine  his  initiai  serial 
standing,  <5»,  and  records 
this  in  the  «Socia1 
standing»  box  in  the  top 
right.  Knowing  that  this 
will  be  changed  several 
times  during  the  character 
generation,  he  chooses 
not  to  raise  it  any  further 
at  this  point. 


Social  standing:  5 


adolescence 


Skills 


Now  it's  1'irrie  to  record 


the  adolescence  skills,  and 
referring  to  the  tabte, 

McBride  gets  a  free  skill 
value  of  <4>  in  all  skills 
based  on  STR,  PHY,  MST 
and  PER.  He  gets  «5>  in  the 
I  NT-based  skills;  Shoulder 
launched  weapons,  *  s 
Administration,  Dealing 
and  ah  the  Technical . 
skiffs.  Suite  hint  fine,  since 
he  doesn't  pian  to  develop  £l 
these  any  furtftte-fa  his  ’  ::|| 
military  career.  Last, 'he 
gets  a  free  skill  value  of  <$>  i 
in  all  COR  -  based  ektftev. 
Perfect,  He  records  el|: 


CRIMINAL 

As  a  criminal,  you  make  your  living  on  the  street:  as  a 
drug-dealer,  arms-dealer.  owner  of  an  illegal  bar,  or  just  as 
a  common  crook.  A  varied  and  flexible  living,  but  also  a 
hazardous  one;  should  the  « re-employment  roll*  at  any 
time  be  unsuccessful,  you  must  immediately  make  an 
extra  roll  on  the  Special  events  table  with  1d4+4  instead 
of  2d20, 

REQUIREMENTS!  None 


Combat: 

|  Firearms: 

Communications; 

Movement 

TechrtlGftlf* 

|  Free: 

Soda!  standing 

|| PER-modiftcatfon 


requirements:  Max  25  years.  Business  school. 
No  criminal  record.  Social  standing  5 


ECONOMICS/LAW 

You  are  an  office  clerk,  secretary,  lawyer,  salesman, 
accountant  or  some  sort  of  manager  or  director, 
employed  by  a  minor  freelancing  company.  Your  primary 
tasks  are  administration,  economics,  and  law  and  you  are 
well  aware  of  how  the  megacorporations  work,  which  fs 
very  useful  in  a  career  as  an  adventurer. 


ADMINISTRATION/ 


Combat: 

Firearms: _ 

Communicaiion& 


Movement: 


Technical: 


PER-modffication 


Perception)  and  one  pick  in 
each  of  Handguns,  Rifles  and 
Dealing  skills. 

He  also  makes  his  three 
a  Ad  o  le  scene  e  Eve  n  ts  rolls  * 
from  the  table.  The  resiilts  i3 
times  2d20)  are  23>,  <34^  and. 
finally;  *TW  Not  only  is 
McBride  a  slick  speaker  (+1 
td  all  Communication  3v$), 
he  is  also  truly  a  lucky  stiff 
(Social  standing  +3)1  The 
modifications  are  noted 
where  appropriate,  and  he 
also  sees  that  he  will 
automaticaly  be  able  to 
choose  the  « Officer  w 
background  if  he  wants  to 
(due  to  the  result  of  17). 

Finally,  he 


STUDENT 

You  spend  a  couple  of  years  as  a  student  at  some  sort  of 
school  or  academy,  gemng  the  higher  education  degree 
which  is  a  requirement  for  many  well-paid  jobs  (m^tary 
academy  officer;  media  college:  reporter,  business 
school:  admmistration/economy/law;  technical  university: 
scientist).  An  expensive  and  secluded  fife,  but  fairly  free 
and  flexible.  The  *  re-employment-roll »  shows  if  you  got 
your  degree  or  if  you  were  flunked  (if  the  roll  fails,  you  get 
the  picks  anyway,  but  not  the  degree). 


REQUIREMENTS 

standing  4 


Military  Euswiess  Tech, 

academy  c allege  school  umv 


Combat; 


Rraarmsi 


Communications: 


Movement 


Technical 


Social  standin< 


'r°tNHlon 


FRANCHISER/COMMON  MAN 

As  the  title  suggests,  you  don't  have  a  particularly  exciting 
fife,  but  just  spend  your  time  letting  the  time  pass,  with 
no  exact  requirements  or  responsibilities,  minimum  wageT 
minimum  excitement  and  minimum  bonds 


REQUIREMENTS:  None 


Combat: 

— 

I  Firearms: 

— 

Communications:  2 

1  Movement: 

1 

Technical: 

— 

I  Free: 

2 

Social  standing 

1d$ 

1  PER-modification 

^ - 

±0 

Developing 

Background 

Without  hesitating.  Mi(f& 
chooses  to  develop  vyithin 
the  « Office r»  background. 
Since  he  lias  mu  harv 
connections,  the 
requirement  that  he  must 
have  attended  Military 
academy  is  overruled. 

He  rolls  a  d20  to  see  if 
he  is  employed  as  an 
officer,  The  result  is04j, 
higher  than  his  PER  but 
lower  than  his  INT,  so  he 
succeeds  and  can  cent* 
inue  down  the  diagram  in 
the  c<EMPLQYED>*-coiumm 

He  makes  one  skill  pick 
in  each  of  the  Combat  (he 
chooses  Thrown 
weapons), 

Communication 
(Interrogation),  Movement 
(Stealth)  and  Technical 
(Weapons  systems)  fields 
of  expertise,  and  two,  ski  if 
picks  in  the  Firearms  field  4 
(Rifles  and  Heavy 
automatics).  In  addition,  p 
he  may  make  two  free 
skill  chooses 


*  office  no,  McBride t 
capability,  men 


DOLESC 


2d20  Adolescence  event 

2  Disabled*  You  have  a  terrible  accident  which  almost 
cripples  you.  Your  Movement  allowance  values 
should  always  be  read  from  the  line  above  the 
normal  in  the  Combat  statistics  table 

3  Wimp*.  In  pressing  situations  you  tend  to  pass  out. 
Your  Actrons/round  value  should  always  be  read 
from  the  line  above  the  normal  in  the  Combat 
statistics  table. 

4  Weak  bone  structure*.  Subtract  5  from  Total  Body 
points 

5  Dimwitted*.  Your  Defensive  and  Perception  bonuses 
should  always  be  read  one  line  above  the  normal  in 
the  Combat  statistics  table. 

6  Serious  crime  committed.  Guilty  or  not,  you  are 
sentenced  for  a  serious  enm©  which  renders  you 
ld6+3  years  in  labor  camp  (add  these  to  your 
normal  starting  age  of  16),  +3  to  STB.  PHY  and  PER. 
but  -l  to  COR,  INI  and  MST  +4  to  Brawling  Also, 
see  result  *8*. 

7  Minor  crime  committed.  You  are  found  guilty  of  a 
minor  crime  which  results  fn  1d3  years  in  prison 
(add  these  to  your  normal  starting  age  of  16).  +1  to 
STR  and  PER  and  +2  to  Brawling,  -*]  to  PHY  Also, 
see  result  <8> 

8  Criminal  record  You've  taken  part  rn  some  criminal 
act  and  have  a  large  red  circle  around  your  name  in 
the  criminal  records— probably  for  the  rest  of  your 

life. 

9  Bad  company  Unfortunately,  you've  spent  a  lot  of 
time  m  the  wrong  company  +2  to  Brawling  and 
Dealing,  but-1  to  Social  standing  (1  is  minimum) 

10  Tragic  accident*  Both  your  parents  died  in  a  terrible 
accident  and  you  were  sent  to  an  orphanage.  Social 
standing  is  lowered  by  3  IT  is  minimum). 

1 1  Influential  godfather*  You  have  a  godfather  with 
connections  everywhere.  The  first  time  you  try  to 
get  a  job,  there  are  no  requirements  whatsoever, 
you  only  have  to  make  the  die  roll, 

12  Influential  benefactor*.  Your  family  has  a  very 
influential  benefactor  that  allows  you  to  choose  any 
higher  education  (choose  one  of  the  results  tl3> 
through  <16>  below) 

13  Military  herbage*  You  come  from  a  family  of  high- 
ranking  military  men.  You  may  spend  two  years  (add 
these  to  your  normal  starting  age)  in  Military 
academy  and  make  the  proper  skill  picks.  Raise  INT 
to  7  if  it  Is  lower 

14  Technical  talent*  You  receive  a  scholarship  that 
enables  you  to  spend  two  years  in  Technical 
university  (add  these  to  your  normal  starting  age). 
Make  the  proper  picks  and  raise  INT  to  12  if  it  is 
lower 

15  Business  family*  You  come  from  a  family  of 
ambitious  businessmen  and  therefore  have  the 
option  to  be  put  in  Business  school  for  two  years 


events 


(add  these  to  your  normal  starring  age)  You  may 
make  the  proper  skill  picks  and  raise  INT  to  10  if  it  is 
lower 

Media  family*.  A  close  relative  manages  to  get  you  a 
place  at  Media  college,  where  you  may  stay  for  two 
years  (add  these  to  your  normal  starting  age).  You 
may  make  the  proper  picks  and  raise  INT  to  9  if  it  is 
lower 

Military  connections*  You  have  the  light 
connections  within  the  military  and  ignore  all 
requirements  if  you  want  to  become  an  officer 

Apprejvtice  scientist*  Due  to  your  weeks  as  holiday 
apprentice  in  the  science-lab,  you  have  no 
requirements  if  you  want  to  become  a  scientist 

Hobby  freelancer*  Your  deep  interest  in  the  media 
is  noticed  among  some  studio  workers  You  ignore 
all  requirements  if  you  want  to  become  a  reporter 

Economical  talent*  Your  interest  and  talent  m  the 
stock  market  is  highly  appreciated.  You  ignore  all 
requirements  if  you  want  to  choose  a  background  in 
Ad  nn  i  n  istra  t  ion/Economy/la  w 

Safe  job*,  You  don't  have  to  make  any  INT/PERtoK 
the  first  time  you  wish  to  be  employed. 

Hold  on  employer.  You  may  choose  one  background 
where  you  will  never  have  to  make  any  INT/  PER 
roils,  either  to  get  a  job  or  to  keep  it  (you'll  have  to 
meet  the  normal  requirements,  though) 

Slick  speaker.  You  get  +1  in  all  Communications 
Svs. 

Natural  technician.  You  get  + 1  in  all  Technical  Svs, 

Slender  body.  You  get  +1  rn  all  Movement  Svs. 

Weapons  fanatic.  You  get  +1  in  all  Firearm  Svs  and 
Weapons  systems 

Martial  aftts  training.  You  get  + 1  in  all  Combat  Svs 
and  may  make  a  free  pick  from  the  Combat  field  of 
expertise.  Add  +2  to  PER 

Anatomical  sixth  sense*  Somehow  you  always 
seem  to  hit  people  where  it  hurts  the  most  Add  + 1 
to  your  offensive  bonus. 

Superb  senses.  You  get  +1  to  your  Perception  and 
Avoid  Svs. 

Strong  will  Add  +1  to  MST  and  +3  to  Interrogation 
SV, 

Charismatic  voice.  Raise  your  PER  and  all 
Communication  Svs  by  2. 

Good  body  control  Raise  COR  by  i  and  all 
Movement  Svs  by  2, 

Contact  within  a  MegaCqrp  You  have  a  contact 
within  one  of  the  megacorporations  (Roll  1d6 
1=Bauhau$,  2=Mishima,  3- Capitol,  4=Cybertronic> 
5=lmperial  6=The  Brotherhood)  The  GM  decides 
exactly  how  the  contact  works,  but  it  should  be  a 
considerable  advantage  whenever  the  character 
wants  information  about  the  corporation's  doings,  rf 


he  wants  to  get  an  entrance  pass  to  one  of  the 
corporation's  official  buildings,  if  he  wants  to  be 
bailed  out  when  arrested  by  the  corporation's 
security  agents,  etc. 

34  Lucky  stiff  You  win  a  fortune  on  lottery  Raise 
Social  standing  by  3  {10  is  still  maximum). 

35  Relative  within  da  deft*  Should  you  ever  get  in 
trouble  with  the  Law,  roll  a  d2Q  once  If  it  is  lower 
than  your  PER,  the  case  is  immediately  dismissed.  If 
yotYre  already  m  the  records,  make  the  roll  anyway. 
If  you  succeed,  you're  out  now 

36  Resistant  to  pain  Add  -H  to  your  BP  s  in  each  body 
pan. 


37  Sou  heir  to  wealthy  aunt.  Raise  your  Social 
standing  by  5  (10  is  still  maximum) 

38  Gifted  student*.  You  may  repeat  your  Elementary 
education. 

39  Gfted  body  Add  +3  to  any  Basic  capability 

40  Commando  training*.  You  are  picked  by  corporation 
elite  forces  talent  scouts  and  spend  four  years 
becoming  a  commando  (equivalent  to  Military 
academy;  add  these  four  years  to  your  normal 
starting  age  of  16).  Add  +2  ro  all  basic  capabilities 
and  make  two  picks  from  each  field  of  expertise  and 
four  free  picks.  +5  to  PER,  +2  to  Social  standing  (10 
is  still  maximum). 


ptbks  (Handguns,  Agility 
and  Ground  vehicles), 
Loo^$  good  so  far. 


SPECIAL  EVENTS 


2c>20  Special  event 

2  Disabled*  You  have  a  terrible  accident  which  almost 
cnpples  you  Your  Movement  allowance  values 
should  always  be  read  from  the  line  above  the 
normal  in  the  Combat  statistics  table.  An  operation 
would  cost  you  about  100.000  crowns  Also,  see 
result 

3  Bone  disease*  Subtract  5  from  your  Total  Body 
points  An  operation  to  fix  it  would  cost  about  50 


your  job  and  forces  you  to  go  unemployed  for  1d3 
periods  of  two  years  each,  unless  you  start  your 
adventuring  career  right  away 

10  Intense  education.  Subtract  2  years  from  your  age 
(or  spend  a  two  year  employment  period  «for  freei>), 

11  Part  of  unemployment  program*  Should  you  ever 
be  unemployed,  you  may  automatically  choose  the 
Student  background  instead,  regardless  of  requirem- 
ents  (you  still  have  to  make  the  PER/INT-roll 


Adjust  Age*  AH  these 
adjustments  have  taken 
two  years  of  training, 
which  means  McBride  is 
currently  T8  years  of  age. 
No  aging  effects  take 
place  so  far.  Right  now,  he 
has  the  option  to  quit  the 
training  and  go 
adventuring,  but  McBride 
decides  it  is  better  to  get 
some  more  flesh  on  his 
bones  before  facing  the 
cold  reality. 


4 


5 


6 


7 


8 


Make  int/per-roll.  He 

makes  another  roll  with 
1d2Q,  and  rplis  wc(I 
below  the  required  <15>  (at 
this,  he  also  records  he 
now  has  the-  rank  of 
Cadet),  He  now  has  the 
option  either  to  get 
stf^hNnto  the  « Officer 
developments  again,  or  to 
chopse  another 
background,  in  vyhfch  case 
he  has  to 

:i^f/FER-roif  toseejf  he  is 


y;  ~  ^ 


grand.  Also,  see  result  <9*. 

Severe  concussion*  You  will  never  be  quite  yourself 
again  after  that  last  bop  Your  Defensive  and 
Perception  bonuses  should  always  be  read  one  ime 
above  the  normal  in  the  Combai  statistics  table. 
Also,  see  result  & 

Involved  in  serious  crime  Guilty  or  not.  you've  been 
sentenced  to  1d6+3  years  of  hard  labor  (adjust  your 
age  immediately)  Add  +3  to  STR,  PHY  and  PER,  but 
subtract  2  from  I  NT  and  M$T  Also,  see  result  <8* 

Involved  in  minor  crime.  You  get  involved  in  some 
petty  organized  criminal  business  and  sentenced  to 
1d3  years  (adjust  your  age  immediately)  of  prison . 
-2  to  STR,  PHY  and  MST.  +2  to  PER,  Also,  see 
result  *8* 

Speeding  ticket,  You  are  fined 
a  small  amount  for  a  petty 
crime  Nothing  serious,  but 
bad  enough  See  result 

Criminal  record  Your  name 
is  mentioned  in  connection 
with  a  criminal  act  and  has  a 
targe  red  circle  around  it  in 
the  criminal  records—  J 
probably  for  the  rest  of  your 
life.  You  are  automatically 
sacked  and  must  start  your 
adventuring  career  right 
away  Your  Social  Standing 
drops  to  1 

SackedT  Intrigue  and/or 
mistakes  make  you  lose 


though...). 

12  Good  negotiator.  You  always  have  +2  on  your 
Social  standing  rolls, 

13  Glamorous  employment*.  Your  PER-modifier  at  your 
current  occupation  is  raised  by  +1  (if  you're 
unemployed,  raise  your  PER  by  + 1) 

14  Contact  within  a  MegaCorp  You  have  a  contact 
within  one  of  the  mega  corporations.  (Roll  1  d6 
1=Bauhaus,  2-Mishima,  3= Capitol.  4=CybertrdfiacP 
5= Imperial  6=The  Brotherhood.)  The  GM  decides 
exactly  how  the  contact  works,  but  it  should  be  a 
considerable  advantage  whenever  the  character 
wants  information  about  the  corporation's  doings,  if 
he  wants  to  get  an  entrance  pass  to  one  of  the 
corporation's  official  buildings,  if  he  wants  to  be 

bailed  out  when  arrested  by  the 
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corporation's  security  agents,  etc. 

15  National  guards'  training,  You  may  make  one  free 
skill  pick  from  each  of  the  Firearms  and  Combat 
fields  of  expertise. 

16  Technical  crash  course.  You  may  make  two  free 
skill  picks  from  the  Technical  field  of  expertise 

1?  Administrations  course.  You  may  make  two  free 
skill  picks  from  the  Communications  field  of 
expertise, 

IB  Gymnastics  classes.  You  may  make  two  free  skill 
picks  from  the  Movement  field  of  expertise 

19  Evening  classes.  You  may  make  one  free  skill  pick, 

20  Interesting  character.  You  always  seem  to  fascinate 
people.  Add  +1  to  your  PER-value. 

21  Hard  labor.  You  have  some  really  tough  tasks  at 
work,  Add  + 1  to  your  STR-value 

22  Strong  will.  Unending  disputes  and  hardships  has 
hardened  you  Add  +1  to  your  MST-vafue. 

23  Health  care.  The  healthy  lunches  at  work  really 
strengthen  you.  Add  +1  to  your  PHY-value 

24  Hobby  gymnast.  Add  +1  to  your  COR-vaiue 

25  Good  immune  defense*.  Your  body  is  extremely 
resistant  to  alien  organic  substances.  +5  to  PHY 
everytime  you  have  to  make  a  Resistance  roll 
against  such  (L  e.  diseases,  parasites,  etc.) 

26  Extraordinary  chemical  resiliency*  Your  body  is 
extremely  resistant  to  artificial  substances  +5  to 
PHY  everytime  you  have  to  make  a  Resistance  roll 
against  poisons  or  gases 

27  Gifted  childhood.  You  get  two  free  skill  picks,  hut 
not  in  the  Special  field  of  expertise. 

28  Wealthy  boy-/giri  friend  Your  boy-  or  girlfriend  is 
very  wealthy,  and  also  quite  generous.  Add  +1  to 
your  Social  standing  (10  is  stilt  maximum). 

29  Hold  on  employer*.  You  never  have  to  roll  to  see  rf 
you  are  sacked  from  your  current  occupation— you 
may  stay  anyway  [if  you  are  unemployed,  you 
automatically  get  a  job  next  time).  This  event  is 


always  overruled  by  result  on  this  table 

30  Hobby  athlete*  Add  +2  to  STR  and  PHY,  Should 
your  Social  standing  drop  below  4,  you  must  remove 
these  bonuses  again  (if  it  already  is  3  or  lower,  it 
may  not  drop  further), 

31  Chance  of  a  lifetime.  You  get  an  offer  to  choose  any 
other  former  occupation  you  want  to,  regardless  of 
any  normal  requirements  (you  still  have  to  make  the 
roll,  though). 

32  Contacts  within  police  dept*  You  will  never,  ever, 
get  your  name  on  a  criminal  record.  If  you're  there 
already,  you're  out  now. 

33  Sole  heir  to  wealthy  auivt  Your  extremely  rich  aunt 
remembered  you  in  her  will.  Add  +3  to  your  Social 
standing  110  is  still  maximum), 

34  Powerful,  fanatic  enemy*  Somehow,  you  manage 
to  get  yourself  a  deadly  enemy,  who  unfortunately 
also  happens  to  be  quite  powerful.  It  might  be  a 
district  attorney,  an  old  girlfriend,  a  jealous 
classmate,  or  whatever 

35  Long  legs*.  Your  Movement  allowance  values 
should  always  be  read  from  the  line  below  the 
normal  in  the  Combat  statistics  table. 

36  Famous  face*  You  happen  to  be  an  exact  look-alike 
of  a  very  famous  person.  +5  to  PER. 

37  Movie-star*  You've  had  a  couple  of  small  parts  in 
soap-operas  and  8 -movies.  Add  +1  to  Social 
standing.  +2  to  PER  and  make  one  free  pick  in  each 
of  Social  and  Conning. 

38  Promotion,  Add  +3  to  Social  standing  and  PER. 

39  Subject  to  experiments*  You  volunteer  to  take  part 
in  a  secret  medical  experiment  which  happens  to 
succeed.  Add  +5  to  MST 

40  Commando  training*  instead  of  your  next  two 
background  periods,  you  may  spend  four  years  in 
elite  commando  training  (equivalent  to  Military 
academy).  Add  f2  to  all  your  basic  capabilities, 
make  two  picks  in  each  field  of  expertise  and  four 
free  picks.  Add  +5  to  PER  and  +2  to  Social  standing 
(10  is  still  maximum) 


Repetition  82  McBride 

has  one  pick  in  each  f 
Brawling,  Light 
Automatics,  Shoulder 
launched  weapons. 
Administration,  Sleight  of 
hand  and  Weapon 
systems.  The  free  picks 
are  Light  automatics  and 
Avoid.  The  PER  is 
increased  by  one,  he  rolls 
for  Social  standing,  an 
increasefnent  by  one, 

The  special  events  rolls 
are:  #34  Powerful  eneWY 
1GM  decides  that  one  of 
McBride's  nosebleed 
teachers,  Mapr 
Carrington,  will  sometime 
in  the  future  get  him 
flunked  omof  the 
military*);  and  013 
Glamorous  emfiovmfnt 
(GM  decides  McBride  is 
detached  to  some  sort  of 
special  unit,  slighily  more 
glamorous  than  normal 
military  units.  This  is  later, 
after  a  long  discuss  ion,  * 
determined  to  be  the 
Imperial  pood  Berets.  1  ; 

Finatt^lpS  Is  set  to 
and  he  raffs  a  <9>  fat 
employement  -  “jV] 

comfortable  success, 
McBride  notes  he  ^ 

*  Cadet  Officer  v 


The  Combat  statistics  are  calculated  directly  from  the 
basic  capabilities  and  are  used  every  time  you  stumble 
into  a  combat  situation  Whenever  a  Sasic  capability 
changes,  the  Combat  statistics  are  immediately 
recalculated,  except  for  one  case: 

Temporary  toss  of  MST-potnts  due  to  use  of  the  Art  or 


the  Dark  symmetry  does  not  affect  the  Combat 
statistics. 

Add  the  two  basic  capabilities  connected  to  the 
Combat  statistics.  Find  the  result  in  the  leftmost  column 
and  read  the  Combat  statistic  value  in  the  equivalent 
column  to  the  right 


COMBAT  STATISTICS 


COMBAT  STATISTICS  TABLE 


Movement 

allowing 

(sqr/act)  (m/min) 

Offensive 

Elonuf 

(OBI 

Actions 
per  round 

(AcUone/CR) 

Defensive 

bonus 

1061 

Perception 

bonus 

iPSI 

Result 

CQR+PHY 

STR+PHY 

COR+MST 

COR+iffT 

INT+MST 

2-10 

2 

150 

-1 

2 

+2 

+2 

11-20 

3 

175 

none 

3 

+3 

*3 

21-34 

3 

225 

+1 

3 

+4 

+  4 

35-40 

m^^m 

4 

41-50 

5 

325 

+3 

5 

+6 

+6 

51-CEL 

mb 

400  ■■ 

mi^mh 

6 

HMH 

1+7  BBS 

61-80 

7 

500 

+5 

7 

+8 

+8 

+20 

fl 

*100 

+1 

*1 

+1 

+1 

COMBAT  STATISTICS 


defensive  bonus  (db>.  This  bonus  is  the 


He  rolls  fo*  spefciak 
events:  First  a  <23>,  Health 
care,  winch  suits  him  fine, 
GIVI  decides  the  training 
with^the  special  unit  is 
harder  than  usual  and 
awards  him  a  - 1  bonus  to 
PHY,  The  next  roll  is 
another  *23*,  and  since 
this  event  doesn't  have  a 
mark,  he  gains 
-another  +1  to  PHY,  Very 
much  harder  training, 
obviously. 

Finally,  age  is  increased 
to  *22*  and  the  re 
employment  roll  is 
you  can't  get  closer  to 
unemployement  than  that, 
hut  he  gets  his  «2nd 
Lieutenant »  stripes. 


DESCRIPTIONS 

MOVEMENT  ALLOWANCE,  YOU  have  tWO 
values,  one  used  in  combat  situations  showing  how 
many  squares  you  can  move  on  the  game  board  for  each 
action  spent.  The  other  value  is  meters  per  minute,  which 
is  used  m  other  situations  when  you  don't  use  the  game 
board  Both  values  may  be  doubled  if  you  choose  to 
sprint  (only  if  you  are  unencumbered  and  the  outer 
circumstances  allow  it). 

offensive  BONUS  (OB>.  The  bonus  IS 
added  to  the  damage  you  inflict  in  hand-to-hand  combat. 

actions  per  round*  How  many  actions  you 
may  perform  every  combat  round 


base  for  your  ability  to  avoid  incoming  fire. 

PERCEPTION  BONUS  ( pb k  The  bonus  is  the 
base  for  your  ability  to  detect  hidden  objects,  sudden 
threats  and  phenomena  not  normally  perceivable  to  the 
five  senses, 

BODY  POINTS  (BP).  Just  add  your  PHY  and  MST- 
values.  The  result  is  your  Total  BP's,  which  is  used  to 
calculate  how  much  damage  you  can  take  in  each  part  of 
the  body 

BODY  POINTS 

Your  Total  BP's  (=damage  capacity)  are  used  to  calculate 
your  BP's  in  the  separate  parts  of  the  body 


Repetition  #4,  The  skill 
picks  are  Pa- lying,  Heavy 
automatics,1  Grenade 
launchers,  Social,  Stealth 
and  Chemistry.  Both  Free 
picks  are  spent  on  Avoid. 
PER  is  increased  another 
lo  16,  the  Social 
standing  roll  fails,  a  <4>, 
reducing  it  to  <8,. 

tcial  events  rolls 


BODY  POINTS  TABLE 
PttV+MST  Head 

Arm 

Stomach  Leg 

Chest 

2-10 

2 

4 

4 

5 

5 

1 1-20 

3 

5 

6 

6 

6 

21-34 

3 

6 

6 

7 

7 

35  40 

4 

7 

7 

8 

0 

41-50 

4 

8 

8 

9 

9 

61-60 

6 

9 

S 

10 

10 

+10 

+0.5 

+1 

+1 

+1 

+1 

Social  standing  roll  fails 
again  (a  *6>,  reducing 
social  standing  to  / 
maybe  a  bad  omen,,. 

The  first  special  events 
roll  is  a  Sacked!  The 
GM  grins  cheerfully  when 
explaining  that  the 
powerful  enemy, 
nowadays  Brigadier 
Carrington,  gave  McBride 
some  stupid  order  that  he 
just  couldn't  obey. 

McBnde  faces  immediate 
dishonourable  discharge, 
he  loses  his  officer's 
stripes  and  is  demoted  to 
Staff  Sergeant  (what  he 
would  have  been  had  he 
flunked).  Anyway,  he 
makes  his  second  roll  #16 

COUftSE , 

but  GM  interferes 
immediately  and  decides 
this  is  part  of  an 
unemployment  program 
with  the  purpose  of 
promoting  First  Aid’ skills, 
and  forces  McBride  to 
make  the  two  skill  picks  in 
Medicine. 

McBride,  now  26  years  $$$ 
of  age,  reaves  most  jobs 
are  closed  to  him  due  to  ^  ‘ 

requirement,  thinks  this  is 


new 


1  •  HOME-LESS  NOBODY 

AVAILABLE:  2,000 

Extremely  poor,  but  you  could  be  worse  off,  You 
don’t  have  your  own  home  but  live  at  a  friend’s 
place,  in  a  borrowed  flat,  or  a  self-made  shelter 
made  out  of  corrugated  sheet  metal  and  scrap 
wood  or  in  an  abandoned  warehouse.  Your  only 
possessions  are  a  couple  of  second  hand  changes 
of  clothes,  some  hygiene  articles  and  worthless 
family  heirlooms.  You  live  on  social  aid  or  minimum 
wage,  barely  enough  to  feed  youself. 


The  Social  standing  value  determines  your  initial 
amount  of  fresh  cash  just  waiting  to  be  converted 
into  weapons  and  items.  It  also  decides  the  status 
of  your  accommodation  and  your  starring 
equipment  (alternatively,  how  much  it  is  worth  if 
sold  second  hand). 

The  «Avai1ab1e»  heading  gives  you  starting 
capital  without  having  to  sell  anything.  If  you  have 
something  to  sell  that  can  boost  your  starting 
capital,  this  is  mentioned  in  the  text  along  with  the 
value  (a  high  Dealing  SV  might  very  well  be  able  to 
raise  this...). 


2 • POOR  SUCKER 

AVAILABLE:  5,000 

You  are  poor,  but  at  least  have  a  place  of  your  own, 
a  joke  of  a  car  (value  2,000),  and  the  basic 
household  necessities  (1,000)  You  have  a  decent 
wardrobe  with  a  Sunday  suit  (total  value  1,000),  but 
none  of  the  basic  luxuries  of  life  such  as  a  stereo,  a 
TV-set  or  a  washing  machine. 


O  •  LOW-LIFE  PUNK 

AVAILABLE:  500 

You  are  one  of  the  thousands  of  non-registered 
citizens  Your  only  possessions  are  the  rags  on 
your  body.  You  survive  by  begging,  scavenging 
garbage-cans,  and  by  stealing  from  the  rich  and 
giving  to  yourself  It  can’t  get  worse.., 


Notes 
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••  l 


You  have  reached  the  stage  where  you  can  lean 
back  and  feel  pretty  comfortable,  above  average 
but  not  wealthy  You  have  an  apartment  of  your 
own  (value  500,000),  a  fairly  new  car  (50*000),  the 
more  expensive  products  from  the  home 
electronics’  manufacturers  (value  50,000),  some 
real  collectibles  (50,000),  a  gold-plated  watch 
(50,000),  designer  made  furniture  (50,000)  and 
clothes  (50,000)  and  most  of  the  other  stuff  that 
make  life  worth  living  (total  value  100,000). 

8  •  WEALTHY 

AVAILABLE:  200,000 

You  are  almost  pan  of  high-society,  reaching  sky- 
high  above  the  average  man  but  still  far  below  the 
real  crSme-de-la~creme  of  Luna  city  Since  you  left 
the  «  well- to-do  Mevel  (7;  see  above),  the  values  of 
all  your  belongings  have  doubled. 

9  *  VERY  RICH 

AVAILABLE:  1,000,000 

You  have  succeeded  pretty  well  in  life  and 
managed  to  get  most  of  the  things  you  ever 
dreamed  of.  You  have  a  really  nice  place  of  your 
own  (value  2,000,000),  a  couple  of  fancy  cars  (value 
500,000  each)  and  your  total  belongings,  valuables, 
collectibles  and  electronics  would  have  an 
estimated  value  of  2,000,000  Cardinal's  Crowns 


«Morh>  columns  are 
added  together  in  the  Skill 
VafuVcolumn,  This  is  the 

total  Skill  Value  used 
whenever  attempting  to 
perform  something  that 
falls  into  the  skill.  McBride 
waits  to  calculate  the  Svs 
in  the  Special  skills  until 
he  has  calculated  the 
Combat  statistics. 

Calculating  Comoat 
Statistics,  McBride'S 
total  Body  points* 

PHY+MST,  is  29,  meaning 
he  has  3  BP's  in  the  Head, 

6  BP's  in  each  Arm  and 
the  Stomach  and  7  BP's  in 
each  Leg  and  the  Chest, 
Referring  to  the 
Com  bat  statistics:  tabfb,  ■  [ 

McBride  sees  his 
Movement  allowance  is 
set  to  3  squares  per 
act i on/225  meters  per 
minute;  he  has  -M  in 
Offensive  Bonus;  he  has 
thr^e  actions  per  round, 
and  he  has  +4  in  both 
insive  Bonus  and 

’  grv^s  him  Svs#t^#nd 

Wmp*  respectively,  I 

*  1  mm 


3  •  POOR  BUT  HAPPY 

AVAILABLE:  10,000 

You  have  managed  to  get  most  of  the  things 
needed  to  lead  a  decent  life,  such  as  a  place  of 
your  own  (small  shabby  rented  flat),  a  working  car 
(value  5,000),  basic  home  electronics  (5,000),  but 
savings  or  excesses  are  out  of  the  question. 


4  *  LOW  STANDARD 

AVAILABLE;  20,000 

Even  though  your  living  leaves  much  to  be  desired, 
you  get  along  pretty  well  You  live  in  a  small  rented 
apartment,  but  you  have  your  own  car  (value 
10,000)  and  a  fair  amount  of  furniture,  appliances* 
home  electronics  and  clothes  (total  value  15,000) 


5  *  AVERAGE  GUY 

AVAILABLE:  30,000 

Well,  you  have  managed  to  become  an  average 
Luna  citizen,  with  average  income,  average  living 
standard  (decent  rented  flat),  average  car  (value 
15,000),  average  home  electronics  (10,000), 
average  wardrobe  (10*000),  average  furniture 
(10,000)*  average  jewelry  (10,000),  average  hobby 
equipment  (10,000)  and  everything  else  just  about 
average  (total  value  10,000) 


6  •  COMFORTABLE 

AVAILABLE:  40,000 

You  have  managed  to  climb  on  the  ladder  of 
society  up  to  a  point  where  you  can  feel 
economically  independent.  Since  you  left  the 
« Average  GuyMevel  (5;  see  above)*  the  values  of 
all  your  belongings  have  doubled.  In  addition*  you 
have  purchased  a  place  of  your  own  (value 
300,000) 


7  •  WELL-TO-DO 

AVAILABLE:  50,000 


tO  •  STINKING  RICH 

AVAILABLE:  20,000,000 
You  are  one  of  the  successful  people  a  mega- 
yuppre  with  an  unlimited  checkbook  You  live  in  a 
minor  palace  (value  5,000,000),  own  1d4+1  of  the 
most  expensive  cars  on  the  market  (2,000,000 
each),  and  your  possessions  (stereos,  computers, 
TVs,  household  appliances,  collectibles,  etc,)  are 
insured  to  a  value  of  10,000,000  Cardinal's  Crowns. 
You're  on  the  top  now.  and  can  only  go  one  way 


Character  name:  _A 
p,aVername:  Mike 


Charact 

9rour)tJs  (years 
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0  hits 
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PERSONALITY 


The  Personality  form  should  be  completed  when  you  feel 
that  you  are  ready  with  the  character  development  It  is 
an  aid  both  to  yourself,  your  fellow  players  and  to  the 
GM  when  you  create  the  campaign  and  eventually  go 
adventuring  There  are  no  restrictions  when  you  fill  all 
those  empty  boxes  on  the  sheet,  let  your  imagination 
loose  to  create  an  interesting  character  (however,  you 


should  consult  your  GM  before  deciding  that  your 
character  is  a  mutant  famous  all  over  the  galaxy  for  his 
extreme  heroism  during  gladiator  freak  shows — it  just 
might  ruin  his  intended  campaign).  Of  course,  your  social 
standard  fluctuations,  special  events  and  events  during 
your  background  development  should  reflect  in  the 
personality  description 


Fleshing  Out 


With  this,  McBride's 
finished,  in  the  sense  that 
tie  can  be  thrown  into  the 
game.  But  maybe  the 
most  important  thing  is 
still  to  come,  the  fleshing 
OUT  of  the  CHARACTER 

McBride.  Right  now,  he  is 
just  a  set  of  figures  on  a 
paper,  not  a  hero 

So,  in  cooperation  with 
the  GM,  Mike  starts  to 
create  McBride  by  filling 
the  blanks  on  the 
Personality  form. 
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The  Skill  Value  (SV)  comes  into  play  whenever  you  want 
to  use  a  skill.  It  is  the  sum  of  your  Base  skill  value, 
modifications  achieved  from  yout  skill  picks  and  any 
other  skill  modifiers.  In  short,  the  SV  is  a  measurement 
of  how  capable  you  are  at  the  different  proficiencies  that 
go  under  the  skill.  For  example,  with  a  high  SV  tn 


Handguns,  you  are  a  crack  pistol-shot;  with  a  high  SV  in 
Oratory,  you  can  talk  people  into  doing  just  about 
anything;  with  a  high  SV  in  Agility,  you  could  very  well 
get  a  job  as  a  circus  acrobat.  The  SV  usually  ranges  from 
^  to  20.  where  1  means  you  are  totally  unskilled  and  20 
means  you're  an  expert. 


MISSILE  WEAPONS 

BASIC  CAPABILITY:  COR 

This  skill  covers  bows  and  crossbows,  biowguns  and 
other  primitive  missile  weapons 


BRAWLING 

BASIC  CAPABILITY:  STR 

Your  ability  to  fight  without  weapons,  using  your  fists 
(normal  damage  td3+OB)  and  feet  (normal  damage: 
1d4+OB). 


WRESTLING 

BASIC  CAPABILITY:  COR 

Grappling  and  wrestling,  immobilizing  opponents.  The 
skill  is  also  used  when  throwing  your  opponents  These 
attacks  don't  normally  inflict  any  damage,  but  if  an  attack 
succeeds,  you  roll  on  the  Resistance  table  with  the 
opponent's  STR+SV  in  Wrestling  as  «DL»,  and  your  own 
STR+SV  in  Wrestling  as  "Basic  capability*..  If  also  this  roll 
succeeds,  the  opponent  is  down  and  immobilized 


THROWN  WEAPONS 

BASIC  CAPABILITY;  COR 

four  ability  to  use  all  kinds  of  thrown  weapons,  such  as 
shuriken,  hand  grenades  and  throwing  knives  and  spears 


MELEE  WEAPONS 

BASIC  CAPABILITY:  STR 

ITiis  skill  is  used  for  all  kinds  of  hand-to-hand  weapons, 
x>th  onehanded  and  two  handed;  swords,  knives,  axes. 
:lub$,  etc. 


PARRYING 

SASIC  CAPABILITY:  COR 

Ms  skill  is  used  whenever  you  want  to  parry  or  deflect  a 
nelee  attack 


COMBAT 


The  five  different  reujs  of  expertise  and  their  associated  skills  are  described  in  the  following  section.  They  are 
Combet,  Firearms,  Communications,  Movement  end  Technical.  Under  each  Field  of  expertise  you  will  find  six 
skills.  There  is  also  a  «Special»  field  of  expertise  with  Avoid,  Perception  and  the  Art.  These  work  exactly  as 
normal,  but  the  Skill  Value  is  calculated  differently. 


ADMINISTRATION 

BASIC  CAPABILITY:  INT 

The  knowledge  of  how  the  official  administration 
works,  how  to  fill  out  forms,  what  phone  calls  to  make, 
who  you  should  talk  to  and  what  to  say  to  get  things 
done,  how  to  deal  with  officials,  etc.  Useful  when 
trying  to  make  appointments  with  high  officials. 
Knowledge  of  the  law  also  falls  into  this  skill, 

ORATORY 

BASIC  CAPABILITY:  PER 

The  ability  to  convince  people  that  the  speaker  is  right, 
A  combination  of  saying  the  right  words  and  making 
the  right  impression  A  must  for  politicians,  lawyers, 
careerists,  clergymen,  high-ranking  officers,  gang 
leaders,  etc,  Often  used  when  addressing  crowds  or 
when  appealing  to  people's  feelings. 

DEALING 

BASIC  CAPABILITY:  INT 

This  skill  covers  most  of  a  character's  involvement  with 
money,  economics  and  the  financial  system,  from 
haggling  with  street  peddlers  to  making  bargains  on 
the  stock  market  The  character  knows  how  to  cut 
deals  and  where  he  can  get  the  best  offers  The 
cornerstones  are  evaluation,  calculation  and 
persuasion. 


SOCIAL 

BASIC  capability:  PER 

This  is  the  knowledge  of  how  to  behave  properly  and 
how  to  be  socially  correct  It's  also  working  knowledge 
of  who's  who  in  the  world  of  Mutant  Chronicles.  It  is 
used  when  trying  to  Impress  people,  be  they  beggars 
or  chief  executives  and  is  a  must  at  cocktail  parties 
unless  you  want  to  make  a  fool  out  of  yourself  or  have 
a  very  high  PER-score 

INTERROGATION 

BASIC  CAPABILITY:  PER 

This  skill  is  used  when  extracting  information  from 
someone,  either  during  an  interview,  an  interrogation, 
a  cross-examination  or  |ust  an  ordinary  conversation 
With  the  right  technique,  the  « victim*?  will  not  know 
until  afterwards  that  he  has  said  far  too  much.  The  skill 
is  absolutely  essential  for  journalists,  attorneys, 
inquisitors,  agents,  policemen,  interrogators,  etc,*  and 
runs  the  gamut  from  rhetoric  to  pure  intimidation. 

CONNING 

BASIC  CAPABILITY:  PER 

This  skill  is  used  whenever  the  character  tries  to  pull  a 
trick  on  someone,  when  he  passes  himself  off  as 
someone  else,  etc  Especially  useful  for  under-cover 
agents,  muckrakers,  corporate  infiltrators,  spies,  inquis¬ 
itors  and  common  confidence  tricksters 


COMMUNICATION 


HANDGUNS 

BASIC 

CAPABILITY:  COR 

*  This  skrll  is  used  whenever 

using  firearms  with  one 
^  hand,  normally  pistols  and 
gB  submachine-  guns  It  is 
I®  used  in  ali  attacks,  but 
Jr  when  making  automatic 
/  attacks  the  appropriate 

*  Automatics  skill  is  also 
required  Also  used  for 

repairing  and  maintenance. 


RIFLES 

BASIC  CAPABILITY:  COR 

This  skill  is  used  whenever  using  firearms  with  two 
hands,  normally  rifles,  sub-machine  guns,  assault  rifles, 
machine  guns.  etc.  It  is  used  in  all  attacks,  but  when 
making  automatic  attacks  the  appropriate  Automatics 
skill  is  also  required  Also  used  for  repairing  and 
maintenance. 


LIGHT  AUTOMATICS 

BASIC  CAPABILITY:  STR 

The  ability  to  fire  controlled  automatic  fire  with  light 
firearms,  such  as  automatic  pistols  and  sub-machine 


guns  (STR  requirement  16  or  less).  Also  used  for 
repairing  and  maintenance. 


HEAVY  AUTOMATICS 

SASIC  CAPABILITY:  STR 

The  ability  to  fire  controlled  automatic  fire  with  heavier 
firearms,  such  as  assault  rifles,  carbines  and  machine 
guns  {STR  requirement  17  or  morel  Also  used  for 
repairing  and  maintenance. 


SHOULDER-LAUNCHED 


WEAPONS 

BASIC  CAPABILITY:  INT 

Use  this  skill  when  you  operate  and  maintain  shoulder- 
launched  weapons  systems,  such  as  anti-tank  nfles  and 
infantry  anti-aircraft  missiles.  This  skill  is  used  in  all 
attacks,  but  when  making  automatic  attacks  the 
appropriate  Automatics  skill  is  also  required. 


GRENADE  LAUNCHERS 

BASIC  CAPABILITY:  COR 

Used  when  firing  grenade  launchers  and  maintaining  the 
equipment  for  firing.  It  is  used  in  all  attacks,  but  when 
making  automatic  attacks  the  appropriate  Automatics 
skill  is  also  required 


FIREARMS 


.  . 
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CHEMISTRY 

BASIC  capability;  INT 

Knowledge  of  chemical  compounds  and  the  ability  to 
p repare  such.  Can  be  used  to  identify  unknown  subst¬ 
ances,  to  create  explosives,  to  prepare  poisons  and 
gases,  and  much  more, 

WEAPONS  SYSTEMS 

BASIC  CAPABILITY:  INT 

This  skill  is  used  for  using,  repairing,  maintaining  and 


designing  all  kinds  of  weapons  systems.  It  also  includes 
weapons  accessories  such  as  ammunition,  sights,  clips, 
etc.  For  example,  the  skill  can  be  used  to  modify  an 
existing  weapon  to  use  with  another  Type  of  ammo,  to 
increase  its  rate  of  fire,  ammo  capacity,  etc,  The  skill  is 
also  used  when  priming  or  disarming  explosive  charges. 

COMPUTER 

BASIC  CAPABILITY:  INT 

With  this  skill,  you  can  program,  modify,  use  and  repair 


STEALTH 

BASIC  CAPABILITY:  COR 

This  is  your  capability  to  blend  with 
the  surroundings  so  that  no  one 
nonces  you  It  is  also  used  when 
sneaking  up  on  people  or  when 
shadowing  someone 


AGILITY 

BASIC  CAPABILITY:  COR 

This  skill  covers  jumping,  running, 
acrobatics,  swinging,  pofe- vaulting 
and  other  athletic  actions. 


CLIMBING 

BASIC  CAPABILITY:  STR 

This  skill  is  used  for  most  climbing 
and  scaling  maneuvers,  such  as 
climbing  walls,  ropes,  ladders,  hills, 
etc. 


FLYING 


TECHNICAL 


MOVEMENT 


VEHICLES 

BASIC  CAPABILITY:  MST 

Rather  than  the  purely  technical 
act  of  flying,  this  skiil  reflects  the 
ability  to  keep  cool  and  do  the 
right  things  in  a  critical  situation  Used  in  dog-fights, 
stressed  battle  situations,  chases,  etc  Failure  will  result 
in  a  crash,  a  stall,  engine  breakdown,  etc.  The  skill  covers 
the  handling  of  airplanes,  helicopters,  hovercraft, 
spacecraft,  etc 


GROUND  VEHICLES 

BASIC  CAPABILITY:  COR 

As  Flying  vehicles,  except  that  this  skill  covers  all  types 
of  ground  vehicles  (cars,  tracked  vehicles,  motorcycles, 
and  so  on), 


SLEIGHT  OF 


HAND 

BASIC  CAPABILITY:  COR 

This  skill  is  useful  for  picking 
pockets  and  similar  small  thefts 
which  are  performed  in  the 
presence  of  witnesses.  It  is  also 
used  when  picking  mechanical 
locks,  performing  small  tricks  like 
card  tricks  or  disappearing  onsets, 
disarming  or  triggering  traps,  etc 


computers  Many  computer  programs  can  be  used  by 
anyone  and  do  not  require  this  skill;  this  skill  makes  you  a 
computer  expert. 

ELECTRONICS 

SASIC  CAPABILITY:  INI 

With  this  skill,  you  can  build,  modify  and  repair  electronic 
gadgets  such  as  robots,  household  appliances,  alarm 
systems,  detonators,  weapons  accessories,  etc.  It  is  also 
useful  when  dealing  with  computers 

MEDICINE 

BASIC  CAPABILITY:  INT 


Your  character  can  dress  wounds,  set  and  splint  broken 
legs,  treat  concussions  and  shock,  and  so  on. 

Medicine  also  includes  pharmaceutical  knowledge,  i 
e  your  character  will  have  a  fair  knowledge  of  which 
medicines  to  use  against  a  particular  disease,  and  which 
antidotes  will  help  against  a  poison 

MECHANICS 

BASIC  CAPABILITY:  (NT 

This  skill  is  used  when  your  character  wants  to  build, 
modify  or  repair  mechanical  equipment,  e,  g.  robots, 
engines,  vehicles,  machines,  tools,  etc. 
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AVOID 

BASIC  CAPABILITY:  SpeClBi 
This  slot!  is  used  whenever  you  want  to  avoid  incoming 
fire  or  other  potential  threats  that  come  up  extremely 
quickly  It  is  more  of  a  sixth  sense  than  a  normal  skill 
Use  your  D8  combat  statistic,  derived  from  COR  and 
INT.  as  your  Base  skill  value 

PERCEPTION 

BASIC  CAPABILITY:  Special 

Whenever  the  GM  needs  to  check  if  you  percieve 

something  hidden  either  if  you  are  actively  searching  for 

it  or  if  you  just  happen  to  notice  it,  he  should  make  a 

hidden  skill  roll  in  Perception,  Use  your  PB  combat 

statistic,  derived  from  INT  and  MSTf  as  your  Base  skill 

value, 

THE  ART 

BASIC  CAPABILITY:  Sp6Ci8l 
This  « skill*  is  only  mentioned  here  for  consistency,  to 
show  that  spells  of  the  Art  are  purchased  with  the  Free 
skill  picks.  Learning  spells  is  resolved  separately  from  the 
rest  of  the  skills  Only  Inquisitors  and  Mystics  may  learn 
spells  Refer  to  the  chapters  covering  «the  Brotherhood » 
and  edhe  Aru  for  details 


THE  SKILL  ROLL 


Whenever  you  want  to  do  something  and  there  is  a 
reasonable  risk  that  you  won’t  succeed,  make  a  skill  roll 
The  GM  decides  which  skill  is  the  most  appropriate  at 
the  moment  and  which  modifiers  apply 

MODIFICATIONS 

It  is  more  difficult  to  balance  on  a  slack  rope  than  on  a 
tight  one.  It  is  more  difficult  to  cli mb  an  icy  glass-fagade 
on  a  skyscraper  than  a  common  ladder  It  is  easier  to  hit 
with  a  rifle-shot  if  you're  on  a  shooting  range  a  calm  and 
sunny  Sunday  afternoon  than  when  you're  severely 
wounded  in  the  middle  of  a  desperate  fight  against 
hordes  of  fierce  and  screaming  Necromutants  in  the 
smoky,  stinking,  slippery,  pitch-black  catacombs  under¬ 
neath  Nepharite  Overlord  Alakhaf  s  Citadel  on  Venus, 
Therefore,  the  characters'  skill  values  are  modified  by 
the  GM,  Some  typical  modifiers: 


Negative  modifiers 

Wounds 

Insufficient  light 

Adverse  weather  conditions 

Extreme  stress 

Movement 

Awkwardly  equipped 


Positive  modifiers 
Preparations 
Experience 
Perfect  conditions 
Completely  calm 
Stationary 
Special  equipment 


For  every  negative  modifier  that  applies,  temporarily 
lower  the  SV  with  between  -1  and  “5  For  every  positive 


these  rules  for  modifiers  in  combat  situations. 

It  is  impossible  to  put  up  exact  guidelines  for  every 
situation  that  might  come  up  in  the  game,  so  as  the  GM 
you  must  be  prepared  to  be  flexible  and  apply  your  own 
modifiers.  Remember,  it  normally  takes  about  4  years  of 
training  to  get  +5  in  a  Skill  Value. 

INTERPRETING  THE 
SKILL  ROLL 

The  skill  roll  is  always  made  with  1  d20  and  compared  to 
the  CS,  A  skill  roll  can  have  four  different  results— 
perfect  success,  success*  failure  and  fumble 

PERFECT  SUCCESS.  Any  skill  roll  of  <H  is  always 
a  perfect  success.  The  exact  effects  of  a  perfect 
success  are  decided  by  the  GM.  but  it  should  always  be 
the  most  positive  outcome  possible  For  example,  in 
combat  K  means  you  automatically  inflict  maximum 
damage  without  deducting  for  armor 

success.  If  you  roll  lower  than  or  equal  to  the 
Chance  of  Success,  you  have  succeeded  in  your  attempt. 

failure.  If  the  skill  roll  is  higher  than  the  C5r  you 
have  failed  in  your  attempt, 

fumble.  Any  skill  roll  of  *2Q>  is  always  a  fumble. 


Equipment 


Circumstance 


Wounds 


Weather 


Stress 


Movement 


You  re  jogging 


You  have  taken 
one  or  two  hits  in 
one  body  part 


Dawn/dusk  out 
doors  or  single 
torch  indoors 


Someone  fires  at 
you 


You're  in  a  car 
chase  with  a  flat 
tire 


modifier  that  applies,  increase  the  SV  with  between  *1 
and  +5.  The  result— SV  with  all  modifiers  applied— is 
called  Chance  or-  Success  (C$h  which  is  exactly  what  it  is. 

Below  is  a  table  to  give  you  an  idea  of  how  extreme 
modifiers  should  be  Also  refer  to  the  Combat-section  of 


The  exact  effects  of  a  fumble  are  decided  by  the  GM.  but 
it  should  always  be  the  most  negative  outcome  possible 
The  outcome  should  be  worse  for  a  character  with  a  low 
CS  or  SV  than  for  a  character  with  high  values. 


You  have  taken 
three  or  four  hits 
in  one  body  part 


You  are  wounded 
in  more  than  one 
body  part 


One  body  part 
bas  zero  body 
points  left 


Two  or  more 
body  parts  have 
0  body  points  left 


Full  moon  out¬ 
doors  or  single 
candle  indoors 


A  single  candle 
in  a  gym-hall 


Shrouded  moon¬ 
light  outdoors 


Pitch  black  or 
blindfolded 


Gale,  snowfall  or 
hail 


Snow-  or 
hailstorm 


Hurricane  and 
blizzard 


People  fire  at  you  ■  You're  running 

from  several 

directions 


"WARNING! 
Three  seconds  to 
auto-destruct» 


Your  clothes  are 
on  fire 


YouTe  in  mid-air, 
falling  towards 
certain  death 


You're  sprinting 


You're  running 
for  your  life 


You're  hanging 
from  a  helicopter 


Your  rifle's  sight 
is  broken  or 
uncalibrated 


You  try  to  scram¬ 
ble  a  TV-net  with 
a  Walkman 


You  try  to  bribe  a 
prison  guard  with 
tooth-picks. 


As  the  adventures  progress  your  character  will  gam 
experience  in  old  skills  and  also  learn  new  skills.  This  is 
reflected  by  awarding  the  characters  with  Hero  points 
which  can  be  converted  into  skill  picks  or  raised  basic 
capabilities  The  hero  points  may  be  spent  immediately 
or  saved  until  later 

•  For  one  hero  point  you  may  make  one  free  skill  pick, 
but  not  in  a  skill  m  which  you  already  have  eight  skill 
picks  (normal  maximum).  You  may  always  make  up 
to  eight  skill  picks  in  all  skills,  and  in  certain  skills 
even  more 

•  For  two  hero  points  you  may  make  one  skill  pick  on 
top  of  the  eighth  skill  pick,  provided  your  SV  is  lower 
than  the  value  of  the  basic  capability  that  the  skill  is 
based  on.  You  get  +1  for  skill  picks  above  the  eighth 


(You  may  never  have  more  than  eight  skill  picks  in 
the  Special  skills,  except  for  spells  k 

*  For  one  hero  point  you  may  raise  your  PERsonality 
value  by  one.  There  is  no  limit  to  how  high  your 
PERsonality  can  be,  but  you  may  only  raise  it  one  at  a 
time. 

*  For  three  hero  points  you  may  raise  any  other  basic 
CAPABILITY  value  by  one.  There  is  no  limit  to  how  high 
values  you  may  have,  but  you  may  only  raise  it  with 
one  at  a  time. 

All  increases  of  the  basic  capability  values  immediately 
affect  any  connected  Combat  statistics  The  increases 
also  affect  the  maximum  number  of  skill  picks,  as 
implemented  above 


USING  THE  BASIC  CAPABILITY  VALUES 


In  some  situations,  your  earlier  experiences  aren’t  worth 
peanuts,  and  you  must  rely  totally  on  your  basic  physical 
and  mental  resources,  the  basic  capabilities.  Some 
examples  are  when  you  try  to  budge  a  400-pound  steel 
pillar  away  from  the  chest  of  your  combat  companion, 
when  resisting  a  mental  attack  from  an  utterly  evil 
creature  using  the  Dark  symmetry  to  distort  your  mind, 
when  resisting  poisons  and  gases,  when  trying  to 
decipher  obscure  arcane  symbols  written  in  blood  and 
unknown  to  humanity,  etc. 

These  are  all  situations  when  you  use  your  basic 
capability  values  instead  of  a  Skill  Value  Most  of  the 
time,  it  will  be  stated  in  the  text  whether  it  is  appropriate 
to  use  a  skill  or  a  basic  capability  value 

DETERMINING  DIFFICULTY*  First,  the  GM 


appoints  a  difficulty  to  the  problem  (the  fallen  pillar,  the 
poison,  the  evil  spell,  etc,),  ranging  from  Very  easy  to 
Extremely  hard  This  is  converted  to  a  difficulty  level 
between  1  and  25: 1 


Difficulty 

Difficulty 
level  (DU 

Very  easy 

1 

Easy 

5 

Normal 

10 

Hard 

15 

Very  hard 

20 

Extremely  hard 

25 

After  this,  consult  the  Resistance  table  to  get  a  chance  of 
success. 


IMPROVING  SKILLS 


THE  RESISTANCE  TABLE 

BASIC  CAPABILITY  VALUE 

2  3  4  5  6  7  8  9  ID  11  12  13  14  If 


ID  11  12  13  14  15  16  17  IB  19  20  21 


10  11  t2  13  14 


16  17  IS  19 


10  11  12  13  14  15  16  17  18  19 


10  It  12  13  14  15 


17  IBB  IS 


4 

7 

8 

9 

10 

n 

12 

13 

14 

15 

f6 

17 

IB 

19 
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— 

— 

— 

— 

— 
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5 

B 

7 

s 

9 

to 

It 
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Crossnndex  the  Difficulty  level  and  the  basic  capability  value.  You  must  roll  lower  than  or  equal  to  the  given  figure  with 
ld20  in  order  to  succeed, 
t:  Automatic  failure 
—  Automatic  success 

Example  McBnde  (PHY  14)  is  exposed  to  a  nerve  gas  with  OL  20  He  must  roll  4  or  lower  with  ld20  in  order  to  resist 
the  effects  of  the  gas  Against  a  gas  with  DL  24  he  ts  helpless. 


AWARDING  HERO  POINTS 

One  of  your  most  important  tasks  as  GM  is  to  award 
hero  points— if  you're  too  greedy  with  them  the  players 
will  be  bored  to  death,  and  if  you're  too  generous  with 
them  the  players  will  be  spoiled  and  the  challenge 
disappears. 

Typical  examples  of  when  to  award  hero  points 

*  When  a  character,  against  ali  odds,  succeeds 
spectacularly  with  a  die  roll  that 

really,  really  saves  the  day 
(1  HP.) 

*  When  a  v 


character  single-handedly  performs  an  act  of  extreme 
heroism,  for  example  slays  a  Nepharite  Overlord  or 
rescues  an  entire  armored  assault  division  (5-1 Q 
HPs.) 

When  a  character/player  substantially  takes  parr  in 
the  completion  of  an  adventure  [2-4  HPs.) 

When  a  player  role-plays  very  well.  (2-4  HPs J 
Also,  for  every  two  months  of  intensive,  goal- 
oriented  training,  the  character  receives  one  hero 
point.  However  it  will  cost  him  10,000  Cardinal's 
Crowns  a  month  for  the  trainer's  expenses. 
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COMMUNICATION:  Bribing  (PER),  Lying  (PER), 
Evaluation  (INI),  Haggling  (PERK  Interviewing  (PER/1NT), 
Law  (INT)r  Economy  (INT)r  Ah  kinds  of  languages  (INT), 
Knowledge  about  the  Dark  Legion  I  INT),  Religion  (INT), 
Psychology  (INT),  Philosophy  (INT), 

MOVEMENT:  Fly  jet-fighter  (MST/INT),  Fly  helicopter 
(INI/  MST1,  Drive  tracked  vehicle  (CORK  Drive 
motorcycle  (CORK  All  kinds  of  sports  (COR  or  STR), 
Skiing  (STR),  Hiding  (COR),  Acrobatics  ICOR/STR).  Sailing 
(COR)  Tumbling  (COR)*  Falling/diving  (COR),  Riding 
(COR) 

TECHNICAL:  Cybernetics  (INT),  Math  (INT),  Physics 
(INTI,  Nuclear  science  (INTI*  Surgery  (INT).  Knitting 
(COR).  Ail  kinds  of  crafts  (INT  or  COR). 


combat;  All  different  kinds  of  martial  arts  (COR  or 
SIR),  Commando  fighting  (COR),  Pole-arms  (COR)r  Team 
fighting  (MST),  Two  weapons  (COR) 


FIREARMS:  Incinerators  tSTR  or  COR),  Mounted 
guns  (COR)  Cannons  [STR.  COR  or  INT),  Hipshots 
(COR),  Specific  weapons  systems  (INT,  COR  or  STR) 


CREATING  NEW  SKILLS  AND  SUB-SKILLS 


The  skills  presented  here  have  been  carefully  chosen  to 
provide  you  with  a  wide  selection  of  basic  skills  for  all 
kinds  of  characters  in  Mutant  Chronicles .  However,  we 
can't  describe  every  single  skill  there  is,  since  the  rules- 
book  wouldn't  cover  them  all.  Therefore  you  should  feel 
rree  to  create  your  own  skills  and  place  them  within  the 
field  of  expertise  that  seems  most  fitting.  If  a  skill  is  very 
similar  to  an  already  existing  skill,  make  it  into  a  *  sub¬ 
skill  »*  meaning  that  half  the  SV  of  the  «ofd#  skill  Is 
transferred  to  the  new  (for  example,  a  character  with  SV 
14  in  Administration  would  get  SV  7  « for  free>»  when 
learning  the  new  sub-skill  Law). 

Some  suggestions  on  new  skills  and  sub-skills; 


COMBAT 

In  combat  you  use  floorplans  and  miniatures  to  visualize  the  situation.  It  is  recommended  that  each 
combatant  has  his  own  playing  piece,  a  painted  Heartbreaker™  metal  miniature  is  best.  Try  to  set  up  the 
whole  scene  as  accurately  as  possible,  with  tables,  walls,  chairs,  stairs,  doors  and  other  features  marked  by  a 
simple  drawing  or  with  some  kind  of  object. 

Combat  is  one  of  the  most  important  and  exciting  elements  of  role-playing  in  the  world  of  Mutant 
Chronicles.  It  is  also  one  of  the  most  obvious  hazards  to  the  characters,  and  because  of  all  this,  the  rules  for 
combat  are  fairly  extensive.  The  order  of  combat  goes  like  this: 

*  Determine  the  order  of  battle. 

*  The  character  with  the  highest  initiative  begins,  doing  all  his  actions.  However,  he  may  save  one  or  more 


actions  in  case  he  is  attacked  by  the  characters  that  have  not  yet  acted.  For  each  saved  action,  he  may 
make  one  Avoid  roll  later  in  the  round. 

*  If  the  character  does  attempt  any  attacks,  they  are  resolved  immediately.  He  makes  one  or  more  skill  roll  to 
see  if  he  hits;  the  target  may  make  Avoid  rolls,  but  if  he  is  hit  damage  is  rolled  and  applied  immediately. 

•  When  the  first  character  is  satisfied  with  his  turn,  it  goes  to  the  next  character,  until  everyone  has  moved 
and  the  Combat  round  ends.  Then  you  roll  initiative  again,  and  the  battle  continues  until  everyone  has  fled 
or  been  rendered  helpless. 


ORDER  OF  BATTLE 


HINTS  FOR 

Large  Battles 

ThisVombat  system  is 
primarily  designed  for 
skirmishes  and  street 
fights.  In  combat 
situations  where  many 
combatants  are  involved, 
or  where  ranges  are  very 
long,  miniatures  and 


To  determine  the  order  of  battle,  each  character  should 
roll  IdIG  and  add  his  COR-score  The  GM  rolls  for  all  the 
NPCs.  The  result  is  called  initiative  score.  Should  there 
be  a  conflict  between  two  or  more  characters,  reroll  to 
determine  the  order  between  those  specific  characters. 
It's  a  good  idea  to  make  a  list  of  all  combatants  and  note 
their  initiative  scores 

The  combatant  with  the  highest  initiative  acts  first  in 
the  round,  then  the  combatant  with  the  second  highest 
initiative  score,  etc  When  it  is  a  combatant's  turn,  he 
performs  all  actions  that  he  has  left  li  e,  not  already 
spent  on  avoiding). 

However,  player  characters  have  the  option  10  hand 
Over  the  initiative  and  act  Iasi  of  all,  instead  of  during  their 
turn  in  this  way.  they  can  await  the  actions  of  the  bad  guys 
and  see  what  happens.  On  the  other  handH  it  is  always  an 
advantage  to  fire  first..  Player  characters  may  also  save 
actions  so  that  they  can  make  avoid-rolls  later  in  the  round, 
but  they  may  not  save  actions  for  the  next  round  Actions 
saved  for  avoiding  are  lost  if  they  aren't  used 


Effects  of  damage  and  avoiding  are  applied  immed¬ 
iately  (i  e  a  character  losing  actions  due  to  a  wound 
early  in  the  round  might  not  be  able  to  do  anything  at  all) 

TYPES  OF  ACTIONS 

There  are  four  different  types  of  actions,  representing 
things  which  take  time  in  the  game.  It  doesn't  take  time 
to  speak,  to  think  or  to  turn  around,  and  therefore  these 
aren't  actions.  Actions  that  don't  fall  into  *real  combats 
such  as  priming  explosives,  starting  a  car.  toppling  a 
shelf,  etc,  usually  take  three  actions  None  entire  combat 
round  for  the  average  character)  These  aren't  covered  by 
the  combat  system  itself,  but  are  used  in  the  normal 
way 

The  four  different  combat  actions  are: 

*  Movement 

•  Attack 

*  Avoid 

•  Special  actions 


floorplans  might  not  be 
used.  Therefore,  atf 
weapon  ranges  and  range 
modifiers  are  given  in 
meters  as  well  as  in 
squares  (1  square  =  1.5 
meters  =  5  feet), 

Making  initiative  rolls 
for  every  participant  in  a 
large  combat  situation 
could  be  tedious.  instead, 
take  a  piece,  ,ot  paper  for" 
every  combatant,  write  his 
name  on  it,  and  shuffle 
them.  In  the  beginning  of 
e?ch  CR.  randomly  pick 
bf  them  to  determine 
...  ..Who  begins.  When  he 4s 
do^  pick  another  piece, 
and  so  on.  Characters 
9  with  high  COR  (like  IS*) 


MOVEMENT 


The  rules  for  movement  are  simple,  one  square— one 
step  You  may  move  forwards,  backwards,  sideways  or 
diagonally  Changing  the  facing  doesn't  cost  any  steps 
Opening  a  door  costs  one  extra  step 

A  character  may  always  move  at  least  1  square  per 


action  as  long  as  he  is  alive  and  has  at  least  one  hit  left  in 
one  leg. 

Some  terrain  may  be  more  demanding  than  others 
and  cost  two  steps  per  square,  for  example  stairs,  mud, 
tightropes,  etc.  This  is  up  to  the  GM 


squares)  -3 


3-1S0  m  (2-100  squares)  ±0 

150-300  rn  ( 100-200  squares) 

300-450  m  (200-300  squares)  -6 

450  -750  m  <300-500  squares)  -9 

750  1050  m  1.500-700  squares)  -12 


For  each  attack  action  spent,  you  may  make  one: 

*  Missile  attack  (fire-arms,  thrown  weapons, 
missile  weapons) 

or  one 

*  Melee  attack  (ail  hand-to-hand  attacks) 


LINE  OF  SIGHT 

In  order  to  be  able  to  fire  at  an  opponent  you  must  have 
a  line  of  sight  to  him.  i  e.  there  mustn't  be  any  objects 
blocking  the  path  of  the  projectile-  Imagine  a  straight  line 
between  the  center  of  the  square  you're  in,  to  the  center 
of  the  square  that  your  target  is  in  If  the  line  is  stopped 
by  a  wall  or  cuts  through  a  square  occupied  by  another 
combatant,  you  don't  have  a  line  of  sight.  Comers  don't 
count.  Be  generous  Refer  to  the  illustration  for  easy 
reference 


A  NOTE  ON 
AVOIDING 

The  Avord-skill  reflects^he 
combat  experience  end 
awareness  that  allows  a 
heroic  character  to  avbid 
incoming  missiles.  Of 
course,  in  reality,  it  Is 
impossible  to  dodge  e 
bullet  traveling  some  1000 
m/s.  but  this  is  not  reality, 
but  a  saga  where  the 
characters  are  the 
heroes — and  it  is  not  very 
heroic  being  killed  by  a 
sniper's  bullet.  Therefore, 
we  have  included  the 
Avoid  skill. 

To  achieve  more 
realism,  the  unmodified 
Defensive  Bonus  might  be 
used  Indeed  of  the  Avoid 
or  Parrying  SV  in 
situations  where  the 
target  is  unaware  That  he 
is  attacked. 


RANGE 

Range  between  two  combatants  is  counted  in  squares 
lone  square  =  approx.  15  meters,  5  feet),  Range  is 
counted  like  steps;  the  range  to  an  adjacent  square  is  1. 
The  t<Range»-value  for  the  weapons  gives  the  limit  on 
maximum  range  At  longer  ranges,  the  weapon  is  not 
effective  enough  to  motivate  a  die-roll. 

Normally,  a  missile  attack,  i  e.  the  act  of  pointing  the 
weapon  in  the  right  direction  and  pulling  the  trigger, 
takes  one  action  If  you  want  accuracy,  you  will  have  to 
spend  two  actions,  one  to  aim 
and  one  to  fire  The  range 
modifier  to  your  Chance  of 
Success  depends  on  how  you 
fire,  if  you  spend  one  or  two 
actions. 

Note  the  -3  penalty  if  firing 
at  someone  m  an  adjacent 
square.  Also  note  that  it  is 
impossible  to  aim  at  someone 
within  two  squares  (3  meters; 


43  squares 


These  figures  are  not  m  line  of  sigh: 
(blocked  by  other  figures} 


These  figures  are  not  tn  line  of  stght 
I blocked  by  walls } 


AVOIDING  6i  PARRYING 

Avoid-rolfs  may  be  made  against  any  successful  missile 
or  melee  attacks-  whether  it's  your  turn  or  not-  It  takes 
one  action  to  make  an  Avoid-roll,  so  if  you  have  no 
actions  left,  you  may  not  Avoid 

To  Avoid,  roll  1d2Q  lower  than  or  equal  to  your 
modified  Avoid  skill  value  If  the  roll  is  successful,  the 
attack  misses. 

parrying.  Parrying  works  exactly  like  Avoid-rolls, 
but  they  can  only  be  made  against  melee  attacks.  If  you 


accurate  aiming,  in  the  subsequent  action-  When  you 
aim,  you  can  choose  between  getting  +3  on  your  CS  o  R 
modifying  the  hit  location  roll  with  up  to  ±5  (i.  e.  if  you 
roll  12,  you  may  choose  any  hit  location  between  7  and 
17)-  An  aimed  attack  with  Accurate  aiming  takes  three 
actions. 


FOCUSING*  Focusing  can  only  be  made  rn  melee 
combat  and  takes  one  action-  The  attack  must  follow 
immediately  after  the  focusing,  in  the  subsequent  action. 
When  you  focus  your  powers,  you  should  make  a  Normal 


don't  have  a  weapon  or  other  object  to  parry  with,  the 
attack  automatically  hits  one  of  your  arms  (choose  which 
yourself) 

When  you  parry,  you  use  your  Parrying  skill  value 
instead  of  your  Avoid  skill  value. 


COMBINED  ACTIONS 

Combined  actions  may  also  be  combined  with  each 
other,  unless  otherwise  stated.  They  may  only  be  exec¬ 
uted  by  Heroes,  l  e  player  characters  and  prominent 


MST-roll.  if  it  succeeds,  you  inflict  double  damage  (-  roil 
hit  location  once,  damage  twice)  If  it  fails,  you  only  inflict 
half  the  damage  (rounded  up) 


taking  cover*  Taking  cover  means  you  throw 
yourself  towards  the  nearest  shelter  (cupboard,  desk, 
comer,  bomb  crater,  etc.,  max  1  square  away)  It  also 
means  you  may  make  Avoid  rolls  against  all  successful 
missile  attacks  made  against  you  during  the  round. 
However,  you  may  not  do  anything  ELSE  during  the 


Special  sights 

MODIFIERS 
Laser  sight*  With  a 

reel  point  laser  sight* 
aimed  attacks  take  one 
action  only  ^Accurately 
airihed«  aimed  attacks  take 
two  actions  instead  of 
three.  Range  100  meters. 


night  Sight.  Night 
sightFcan  work  in  many 
different  ways,  but  the 
effect  is  that  negative  light 
modifiers  are  cancelled. 
Some  have  limited  range, 
$ther  designs 

ugh  rain  of.&miw. 


NPCs. 

Example;  McBride  combines  an  u  accurate  by  aimed  » 
melee  attack  with  a  «charge»  The  first  action  he  charges 
one  square ,  which  towers  his  CS  to  10  instead  of  normal 
14.  In  the  second  action  he  «aims  accurately*  adding  a 
bonus  of  +3,  so  the  final  CS  is  13 .  In  the  third  action  the 
attack  would  have  come 4  but  since  this  is  part  of  the 
charge i,  and  ha  has  already  been  penalized,  it  takes  no 
action  The  entire  maneuver  takes  two  actions ,  one  for 
the  Accurate  aiming  and  one  for  the  Charge  Had  it  been 
a  missile  attack ,  McBride  would  have  used  the 
n  Uncontrolled  attacks  v  modifiers 

charging.  Charging  takes  one  action  and  allows 
you  to  move  one  or  two  squares  and  then  make  an 
attack  as  usual  If  it  is  a  missile  attack,  you  may  move 
only  one  square,  and  you  must  halve  your  CS  (rounded 
up)-  If  making  a  melee  attack,  you  may  move  one  or  two 
steps  (if  you  are  physically  able)  but  get  -4  on  the  CS  per 
step  (i  e,  -4  or  -8). 

accurate  aiming*  Accurate  aiming  can  be 
made  in  both  melee  and  missile  combat  and  takes  one 
action.  The  attack  must  follow  immediately  after  the 


round  (if  you  have  already  spent  one  or  more  actions 
during  the  round,  or  if  you  are  wounded  so  severely  that 
you  are  losing  actions,  you  may  not  take  cover).  You  may 
not  take  cover  in  order  to  avoid  melee  attacks. 

In  awkward  situations,  when  there  is  absolutely 
nothing  to  cover  up  behind,  the  GM  may  modify  the 
player's  Avoid-rolls 

A  character  that  has  taken  cover  may  stay  there, 
covering  up  All  subsequent  rounds  to  the  ^Taking 
cover»-round,  attackers  have  a  -5  penalty  to  their  CS 
(missile  attacks  only),  but  Avoid  actions  must  be  spent  as 
normal  ff.  e  one  per  successful  attack)  A  character 
covering  up  may  not  move  or  attack,  but  it  is  a  fairly  safe 
strategy  if  you  have  to  reload  or  fix  a  weapon  iam, 

ambush*  Ambush  is  a  very  useful,  but  also  quite 
hazardous  maneuver  It  lakes  two  entire  actions  and 
allows  the  character  to  move  one  step,  make  an  attack, 
and  move  back  to  the  original  square.  The  ambusher  has 
no  penalty  to  his  CS  (as  opposed  to  when  charging),  but 
before  he  may  make  his  attack  roll,  any  character  within 
(me  of  sight  that  hasn't  acted  yet  and  has  actions  left, 
may  attack  the  ambusher  The  ambusher  may  not  avoid 
these  attacks 


Telescopic  sight. 

Divide  range  with 
magnification  to  get  new 
range,  when  calculating 
range  modifier.  Weapon 
can  not  be  used  for  aiming 
if  range  is  less  than 
(magnification  factor  x  10 
squares] 

Example:  A  weapon 
with  a  x6  telescopic  sight 
may  not  be  used  for 
aimed  attack  if  range  is 
shorter  than  60  squares. 


Stunning  and 
Shock 
Resistance 
optional  Rule: 

Every  time  you  am  hfy 
you  are  stunned  and  lose 
one  action,  unless  you 
succeed  in  making  a 
shock  resistance  roll,  a 
Normal  PHY-rolL  If  you 
succeed,  nothing  special 
happens,  Non-heroic 
characters,  such  as 
m  n  oc  e  nt  bysta  n  d  e  rs , 
pedestrians  That  happen 
to  be  in  the  way,  etc,,  dm 
automatically  transformed 
into  screaming  bundles 
when  hit.  and  remain  in 
this  state  unlit  attended 


DIFFERENT  FIRING  MODES 

There  are  five  different  firing  modes  Which  firing  modes 
that  are  possible  for  a  weapon  depends  on  its  function, 
as  indicated  in  the  « Weapons  ^-chapter 

All  the  attacks  normally  take  one  action,  unless  aimed 
or  combined 


decide  how  large  an  area  you  want  to  cover  (min:  one 
target,  max:  90°)  All  combatants  within  fine  of  sight  in 
the  chosen  area  are  each  subject  to  one  attack  roll  with 
the  appropriate  Automatic  skill  (Light  or  Heavy)  with  -3 
on  C$  Avoiding  characters  have  +3  on  their  Avoid  SV  if 
they  try  to  avoid  this  type  of  attack.  Lose  20  ammo  This 
attack  cannot  be  aimed 


SINGLE- ROUND  ATTACK,  With  a  SINGIE-ROUNO 

attack,  make  an  attack  roll  with  the  appropriate  skill 
[Handgun.  Rifle,  Shouldei -launched  weapons,  or  Grenade 
launchers.!:  if  it  succeeds,  roil  normal  damage  Lose  one 
ammo  The  attack  can  be  avoided  as  normal 


PERFECT  HITS  AND 
FUMBLES 

A  perfect  hit  can  never  be  avoided  It  automatically 
inflicts  maximum  damage  (can  not  be  less  ihan  3) 
without  any  deductions  for  Armor  Value  For  grenades, 
incinerators,  and  other  weapons  that  affect  multiple 
combatants,  only  one  of  them  takes  maximum  damage, 
the  others  take  normal  damage  but  may  not  avoid  A 
perfect  hit  with  an  automatic  attack  means  that  onty  that 
attack  roll  inflicts  maximum  damage,  not  the  subsequent, 
and  only  against  one  target. 

A  fumblf  is  always  a  miss,  even  if  the  barrel  is  inside 
the  mouth  of  an  unconscious  victim  or  the  blade  rests 
against  his  throat.  The  result  is  that  you  automatically 
lose  your  following  ld6  actions,  even  if  they  span  into 
subsequent  rounds  During  this  time,  you  may  not 
perform  ANY  actions  at  all,  not  even  Avoiding  or  taking 
cover  Also,  see  Weapon  Jams  and  special  rules  for 
fumbling  hand  grenades. 


burst.  With  a  Burst  attack,  make  an  attack  roll  with 
y —  the  appropriate  skill  (as  above),  if  it  succeeds  you 
f  *  should  roll  normal  damage  and  make  an  additional 
A\  attack  roll  with  the  appropriate  Automatic  skill 
\y  (Light  if  STR -requirement  is  1 6  or  less:  Heavy  if  it's 
\\  17  or  more).  If  this  roll  succeeds,  roll  normal 
\J  damage  once  again  Lose  3  ammo  One  single 
Avoid  roll  (=one  action)  can  be  made  for  both 
f  attacks. 


FULL  AUTOMATIC,  A  FULL  AUTOMATIC  ATTACK 
works  exactly  as  a  burst,  but  make  another,  third 
roll  if  the  second  roll  was  successful  Lose  10 
ammo  if  the  target  wants  to  Avoid,  separate  Avoid 
roll  must  be  made  for  each  successful  attack  roll. 


RELOADING 

You  may  not  execute  an  attack  unless  you  have  sufficient 
ammo,  and  when  you  are  out  of  ammo,  you  must  reload. 
Reloading  time  depends  on  the  weapon,  and  the  figure 
given  under  « Reloading  time®  (see  # Weapons  chapter) 
is  the  number  of  actions  it  takes  to  switch  magazines  or 
belts  or  to  fill  an  internal  magazine  completely  During 
these  actions  you  may  not  do  anything  else. 

To  reload,  make  a  skill  roll  in  the  appropriate  skill  (fight 
automatics  for  SMGs,  etc.)  if  it  succeeds,  everything  is 
fine  and  the  weapon  is  ready  to  be  used  after  the  given 
number  of  actions  If  it  fails,  you  must  try  again  during  the 
next  action.  If  you  fumble,  you  drop  the  magazine  (use 
the  Grenade  chart  to  see  where  it  lands)  and  must  spend 
(actions  to  go  and  get  It,  and  then  you  may  start  all  over. 


RAPID  VOLLEY*  With  3  RAPID  VpUEY  ATTACK,  decide 
how  many  bullets  to  fire  (mm.:  2;  max  5)  For  each 
bullet,  you  make  a  separate  Single-round  attack, 
executed  as  normal.  For  each  bullet,  you  mat  move 
youi  aiming  one  square,  i  e.  five  bullets  could  cover 
\  a  five  square  width  For  the  first  bullet  In  the  volley 
l  you  get  a  - 2  penalty  and  for  each  additional  bullet 
C?  another  -2  penalty  to  your  CS  (i  e.  2  bullets  -4,  5 
vn  bullets 


10)  This  modifier  applies  to  all  the  artack 
rolls  If  the  target  wants  to  Avoid,  separate  Avoid  roll 
must  be  made  for  each  successful  attack  roll.  The 
attacker  must  finish  the  volley,  t.  e.  fire  as  many 
bullets  as  announced  jn  the  beginning, 


AREA  SPRAY.  With  30  AREA  SPRAY  ATTACK, 


wm 


Material 

Wood 

Stone 

Steel 


CALCULATING  THE  ATTACK  RESULT 


WEAPON  JAMS 

If  you're  fumbling  with  3  firearm,  roll  another  dlQ,  If  the 
result  is  higher  than  the  Jamming  factor  of  your  weapon, 
it  is  jammed,  if  the  weapon  is  not  lammed,  you  only  lose 
the « notmaU  d6  actions 

To  fix  a  jam,  you  must  succeed  with  two  skill  rolls  in 


the  most  appropriate  skill  (Heavy  Automatics  for  carbines 
and  machine  guns,  etc  ).  Each  skill  roll  takes  one  entire 
Combat  Round,  during  which  you  may  not  do  anything 
else.  If  the  skill  roll  fails,  the  CR  is  lost  The  weapon  may 
not  be  used  for  missile  attacks  in  the  meantime. 


If  an  attack  succeeds  and  is  not  avoided,  it  inflicts 
damage,  1  e  the  target  is  hit, 

1  Roll  a  d2G  to  determine  hit  locauon/target  area 

2  Roll  the  proper  damage  dice  for  the  weapon 

3  Subtract  the  lai  get's  Armor  Value 

4  The  result  is  the  number  of  hits  the  target  takes  from 
the  BPs  in  the  Target  area 

5  Apply  the  effects  of  the  damage  immediately 

HIT  LOCATION 

There  are  two  tables  to  determine  where  the  attack  hits, 
one  used  tn  missile  combat  and  one  used  in  melee 
combat  Roll  a  d2Q  and  find  the  value  in  the  correct 
column.  Follow  the  line  to  the  right  and  read  the  hit 


|  HIT  LOCATION  TABLE 

Close  combat 

Missile  combat 

Hit  location 

1-3 

1-3 

Left  leg 

4-6 

4-6 

Right  leg 

7-9 

7-8 

Left  arm 

10-12 

9-10 

Right  arm 

13-15 

11-U 

Stomach  ] 

1£M8 

Chest 

19-20 

20 

Head 

11  1 

location  Special  actions  (such  as  aiming),  weapons  (like 
hand-grenades  and  incinerators}  have  special  rules  for 
this  (see  below) 


SPECIAL  WEAPONS  DAMAGE 


GRENADES 

Grenades  are  either  thrown  (hand-grenades)  or  fired  with 
a  barrel-mounted  grenade  launcher  It  takes  one  action  to 
launch  a  grenade  and  it  always  explodes  on  impact 
^immediately), 

The  hand-grenades  take  two  actions  to  use,  one  to 
arm  it  and  one  to  attack  (this  second  action  may  be  a 
Charge),  and  It  explodes  at  the  end  of  the  second  action 
It  is  possible  to  throw  it  in  the  first  action  to  avoid  losing 
your  hand  in  a  fumble,  but  you  get  -5  on  the  attack  roll 
and  the  grenade  will  if  possible,  continue  ld4  squares 
(1d6  meters}  in  a  straight  line  after  it  has  landed. 

All  grenade  damage  may  be  avoided  as  normal,  but 
separate  Avoid-rolls  must  be  made  for  each  piece  of 
shrapnel  that  hits. 

When  using  a  grenade,  choose  one  target  square.  The 
line  of  sight  may  be  traced  through  squares  blocked  by 
miniatures,  but  not  through  walls  and  other  obstructing 


objects  If  the  attack  roll  succeeds  the  grenade  lands  and 
explodes  in  the  intended  square.  If  the  attack  roll  Is 
unsuccessful,  roll  a  dlO  and  refer  to  the  chart  to  see 
where  the  grenade  explodes  If  this  is  impossible 
{something  is  blocking},  it  explodes  on  impact  with  the 
blocking  structure. 

Everyone  within  shrapnel  range  (SR)  and  line  of  sight 
of  the  detonation  are  subject  to  grenade  shrapnel 
Depending  on  the  grenade,  between  1  and  IdIO 
shrapnel  will  hit,  each  inflicting  the  given  damage 
Separate  hit  locations  are  roiled  for  each  shrapnef 
(damage  roll),  and  it  is  quite  possible  to  get  multiple  hits 


FIRING  AGAINST 

Objects 

Making  attacks  against 
vehicles  and  buildings 
works  almost  like  ordinary 
combat,  except  that  the 
GM  may  have  to  make  his 
own  table  for  hit 
locations.  Also,  it  is 
‘possible  to  fire  through 
walls  and  shelters,  which 
in  that  case  works  as  extra 
armor.  The  AVis  for 
different  materials  are 
given  below. 


AV 

1  per  inch 
3  per  inch 
5  per  inch 


Normal  indoor  wall  6 

Normal  outdoor  waft  IS 

If  firing  against  a  moving 
vehicle,  the  GM  should 
apply  a  negative  modifier 
of  r-3-to  -15. 


1 

2-3 

4 

F  ^ 

g*  V, 

/ 

/ 

7f 

8-9 

MO 
\  \ 

k 

\ 

!? 

y 

1 

i 

1 

1 

— I — 1 

\\ 

JA 

Direction  to  thrower/launcher 

If  the  skill  roll  Fails,  roll  IdIO  and 
refer  to  the  diagram  to  see  where 
the  grenade  detonates. 


EFFECTS  OF  DAMAGE 


arms.  When  you  have  only  one  hit  left  in  an  arm,  you 
have  -5  on  your  CS  in  all  attacks  and  all  skill  rolls  where 
you  have  to  use  that  arm  When  you  have  no  hits  left, 
you  may  not  use  that  arm  at  all 

legs*  When  you  have  only  one  hit  left  in  a  leg,  you 
move  one  step  less  per  action  than  normal.  When  you 
have  no  hits  left,  you  move  two  steps  less  than  normai. 
The  effects  are  cumulative,  so  if  both  legs  are  out.  you 
move  four  steps  less  than  normal 

STOMACH,  CHEST  AND  HEAD*  When  you 
have  only  one  hit  left  in  the  stomach,  the  chest  or  the 
head,  you  may  make  one  action  (ess  than  normal  each 
round.  When  you  have  no  hits  left,  the  pain  is  so  intense 
that  you  pass  out  and  are  rendered  unconscious.  The 
effects  are  cumulative,  so  if  both  chest  and  stomach  only 
have  one  hit  left,  you  may  make  two  actions  less  than 
normal 

CRITICAL  WOUNDS  Sc 
BLEEDING 

In  short,  a  body  part  with  zero  body  points  Jett  is  useless 
due  to  pain  and  shock  When  the  body  points  in  a  body 
pan  go  below  zero,  it  has  become  seriously  wounded. 

An  arm  or  a  leg  which  has  taken  twice  as  many  body 
points  as  its  maximum  is  considered  critically  wounded 
and  must  come  under  qualified  medical  care  within  the 
hour,  or  else  it  will  be  permanently  useless.  Also,  a 


critically  wounded  limb  bleeds  so  much  that  you  must 
lose  one  body  point  from  your  chest  ©very  second  CR,  so 
eventually  you  wifi  bleed  to  death  unless  you're  attended 
to.  The  bleeding  can  be  stopped  with  a  successful 
Medicine  skill  roll  (takes  three  entire  CRs  and  requires 
first  aid  kit  or  equivalent). 

If  the  head,  chest  or  stomach  is  critically  wounded, 
you  die, 

HEALING  &  MEDICAL  CARE 

Natural  healing  for  normal  damages  is  two  BPs  every  day 
in  all  damaged  body  parts,  provided  you're  under  medical 
care  If,  e.  lying  like  a  parcel  in  a  hospital  bed  with  kind 
nurses  and  skilled  doctors  running  all  around  you)  If 
you're  only  resting  as  usual  at  home,  you  heat  one  BP  per 
day.  If  you  have  to  get  up  and  move  around,  you  heal  one 
BP  EVERY  SECOND  day 

Critical  wounds  heal  at  half  this  rate  {they  are 
considered  critical  until  the  body  part  has  reached  zero 
BPs) 

All  these  healing  rates  can  be  boosted  by  drugs  and 
surgery 

Example.  A  critically  wounded  leg  (normal  BP  8, 
currently  at  S %  will  take  10  days  to  be  completely 
restored  in  the  hospital  { 6  days  to  reach  zero .  4  days  to 
reach  eight).  If  you're  lying  low  in  a  sewer  as  to  avoid 
inquisitive  doctors,  it  will  take  20  days i  and  if  you're  on 
the  run  and  must  change  your  shelter  twice  every  day.  it 
will  take  40  days. 


making  a  new  « quick  release*  in  action  number  two. 
However,  if  this  Is  also  a  fumble,  see  above 

INCINERATORS 

Incinerators  emit  a  stream  of  fire  which  is  directed 
against  one  target  All  targets  in  the  line  of  sight  between 
the  attacker  and  the  target  square  take  norma!  damage  in 
ld4  body  parts.  Armor  protects  as  it  does  against  fire 
Incinerator  fire  can  be  avoided  as  normal,  one  Avoid- 
roll  is  made  for  the  entire  attack  The  damage  rolled  is 
decreased  with  one  per  every  second  square  of  range 
(round  down);  if  the  range  is  7,  the  damage  is  reduced  by 
3 

SHOTGUNS 

Shotgun  attacks  are  made  as  normal,  but  hit  location  and 
damage  is  rolled  and  applied  twice.  Another  difference  is 
in  avoiding;  even  a  successful  Avoid-roll  won't  fend  off  all 
the  small  fragments  inside  the  shotgun  cartridges,  but 
only  halves  the  damage  (round  down,  not  less  than  1). 
«$lugs»  la  special  kind  of  ammunition  with  only  a  few, 
very  sharp  fragments)  are  avoided  as  normal 

Example:  McBride  is  subject  to  a  successful  shotgun 
attack,  the  damage  rolls  were  6  in  the  chest  and  3  in  the 
head  However ,  McBride  makes  his  Avoid-roll.  and 
therefore  the  damage  is  reduced  to  3  tn  the  chest  and  I 
in  the  head 


m  the  same  body  part. 

Example  The  GL-240  grenade  launcher  has  the  following 
stats: 

#TA  W  Target  Areas)  W3 
SR  (Shrapnel  Rangel  I 
DAM  (Damage):  IdG-hl 

This  means  that  all  targets  within  range  1  I squares 
adjacent  to  detonation J  take  ld6+ 1  points  of  damage  in 
ld3  Body  Parts. 


FUMBLING  A  HAND  GRENADE,  There  are 
two  ways  to  release  a  hand 
grenade,  in  one  or  two 
actions  (see  special  rules  for 
hand  grenades)  If  you  chose 
the  ffsiowtt  method,  roll 
another  dIO  and  consult  the 
Grenade  chart  to  determine 
where  it  explodes.  Results 
*  |  «9«  and  «0»  means  it 
explodes  at  your  feet  (in  the 
center  square). 

If  you've  chosen  th©  quick 
way  to  get  rid  of  ft,  in  one 
action,  you  can  cancel  the 
fumble  by  spending  another 
action  (provided  you  have 
one  left)  and  try  again, 


SPECIAL  SITUATIONS 


DAMAGE  FROM 

FIRE  AND  HEAT 

Natural  fir©  causes  l  BP  of  damage  per  CR  in  all  exposed 
body  parts  Non  fire-proof  armor  protect  with  their 
norma!  AV,  but  the  AV  is  decreased  by  one  every  CR 
When  AV  reaches  zero,  the  armor  is  destroyed  by  the 
fire  and  doesn't  protect  any  more,  Fire-proof  armor 
works  similarly,  but  are  considered  to  have  AV  10.  and 
they  don't  lose  any  AV. 

Being  exposed  to  extreme  heat,  for  example  standing 
rn  a  burning  room  without  being  in  contact  with  the 
flames,  causes  1  BP  of  damage  every  third  CR.  Non  fire¬ 
proof  armor  protects  as  against  fire,  fire-proof  armor 
gives  full  protection. 

DAMAGE  FROM  FALLS 

A  failing  character  takes  1d6  BPs  in  damage  from  a  three 
meter  fall  (determine  hit  location  with  the  melee  table  or 
logically).  After  the  first  three  meters,  add  +1  to  the 
damage  and  one  body  pan  per  meter  Armor  does  not 
protect  against  falling  damage,  except  helmets,  which 
only  protect  the  head. 

Example;  McBride  falls  five  meters  out  of  a  window 
According  to  the  rules ,  he  takes  three  times  ld6+3  BPs 
of  damage  McBnde  struggles  and  tries  to  land  on  his 
feet ,  and  the  GM  allows  him  to  make  an  Agility  roll  to 
see  if  he  makes  it  The  roll  succeeds ,  McBnde  lands  on 
his  feet  and  the  GM  decides  that  he  only  takes  two 
damage  rolls,  one  in  each  (eg.  McBnde  rolls  <9>  and  <$*; 
the  GM  decides  that  the  left  leg  is  broken  and  the  right 
ankle  is  sprained. 

POISONS,  DISEASES  & 


space.  Let's  be  satisfied  with  a  description  of  how  to 
check  if  they  have  an  effect  or  not. 

All  poisons,  diseases  and  gases  have  a  Difficulty  level 
(DL),  which  is  compared  with  the  victim's  PHY  on  the 
Resistance  table.  If  the  stuff  *wins»,  the  character 
suffers  its  Full  effects  If  the  character  wins*,  he  only 
suffers  half  the  effect.  If  the  result  Is  an  <<  automatic 
success*,  nothing  happens 

EFFECTS  OF  ARMOR 

PENETRATION  ON  VEHICLES 

If  you  fire  against  a  vehicle,  hit  and  penetrate  its  armor, 
this  can  have  several  more  or  less  bad  consequences. 
For  each  penetrating  hit  (i.  e  at  least  1  «body  point*  of 
damage  after  AV  is  deducted),  make  one  roil  on  the 
Vehicle  Damage  Table.  Add  the  number  of  ^body  points* 
of  damage  inflicted  to  the  Idl  0-roll. 

NOTE:  Heat-seeking  missiles  add  +10  to  Chance  of 
Success  on  «To  hit-rolb  and  +1  to  ALL  «1d10»~rolls 
on  the  Vehicle  Damage  Table, 

Example:  McBnde  makes  a  full  automatic  attack  against 
a  * Grapeshotn  Assault  Helicopter  with  a  Southpaw 
automatic  rocket  launcher  The  GM  decides  that  firing 
against  this  distant  small  moving  target  gives  him  a 
modification  to  CS  of  -10.  He  makes  the  first  Shoulder- 
launched  weapons  skill-roll  but  fails  the  second  (Heavy 
automatics}  skill  roll  and  Therefore  can't  make  a  third  roil. 
He  loses  10  grenades 

The  "Grapeshot#,  of  course ,  can'f  Avoid.  The 
^Target  areas  wolf  { 1d6 }  is  McBnde  rolls  3  times 
1d10i-6  to  determine  the  damage:  rfi>,  <14>  and  <9>, 
Deducting  the  «Grapeshots»  AV  of  6  means  that  the 


\ 


\ 


modifiers  ro  the  three  rolls  on  the  Vehicle  Damage  Table 
are  +2,  +8  and  +J,  respectively.  Should  the  "GrapeshoU 
have  had  AV  Ww  only  one  roll  would  have  been  made , 
with  a  +4  modification . 


GASES 

There  are  billions  of  different  poisons,  diseases  and 
gases  in  the  world  of  Mutant  Chronicles,  and  even 
describing  a  small  portion  of  them  would  be  waste  of 


VEHICLE  DAMAGE  TABLE 

tdlCLfliod  Effect 

1-9  No  damage, 

10-15  Minor  damage.  Make  a  second  IdlO-roll  to  see  what  is  damaged:  | 

<  1  >  COMIWUNlCATtON  GEAR, 

*  (2)  a  weapon ,  Will  be  jammed  until  it  is  taken  to  the  shop.  ] 

f3)  fuel  ho&Eh  The  vehicle  will  run  out  of  fuel  in  one  minute. 

|  (4)  a  windscreen,  The  vehicle  must  reduce  speed  to  max  30  mph. 

(5)  tirf/landing  gear.  A  ground  vehicle  must  reduce  ns  speed  lo  max  30  mph;  an 
aircraft  will  suffer  a  10%  risk  of  crashing  at  landing. 

(6)  brakes*  From  now  on,  the  vehicle  can  only  slow  down  naturally,  or  by  running  into  ] 

[  something* _ I 

(7)  exhaust  pipe.  The  engine  will  choke  and  suffer  result  *8>  below  In  one  minute 

(8)  engines.  Engine  breakdown;  a  ground  vehicle  will  stop  on  the  spot,  an  aircraft  must] 

I _ make  an  emergency  landing. _ 1 

19)  reroll  twice,  ignoring  results  of  9  and  10. 

re  roll  three  times,  ignoring  results  of  9  and  10.  | 

16-17  Clean  hit.  One  of  the  crew/passengers  takes  Id  10  points  of  damage  in  1d6  body 
parts,  determine  randomly  who*  and  calculate  the  effects  logically  It,  e.  if  it's  the 
pilot  or  driver;  lough  luckl 

18-19  Very  clean  hit.  One  of  the  crew/passengers  is  killed,  determine  randomly  who,  and  I 
calculate  the  effects  logically, 

20+  Critical  damage.  Make  a  second  IdiOroll  to  see  what  is  destroyed: 

(1)  COMMUNICATION  GEAR,  Also.  S6U  result  <il6-17* 

(2)  a  weapon.  Ammunition  storage  explodes.  Everyone  in  the  vehicle  suffer  the  effects  1 
of  result  «16-17p* 

(3)  fuel  tank.  The  entire  vehicle  explodes  immediately.  Everyone  in  the  vehicle  suffers 
the  effects  of  result « 16-17*, 

(4)  a  windscreen.  The  vehicle  must  reduce  speed  to  max  30  mph,  also  see  result 

|  « 16— 1 7»  1d6  times.  | 

(5)  wheelAancmng  gear.  A  ground  vehicle  crashes;  an  sir  craft  will  immediately  crash 
upon  landing. 

(6)  gas  regulator  and  sraxes.  From  now  on,  there's  only  one  way  of  stopping  the 

|  vehicle— crashing, _ 1 

(7)  exhaust  pipe.  Engine  breakdown;  a  ground  vehicle  will  stop  on  the  spot,  an  aircraft 
must  make  an  emergency  landing, 

18)  engines.  Engine  and  fuel  and  ammo  storage  explodes  immediately.  Everyone 

m  within  15  meters  of  the  veh  icle  suffers  the  effects  of  resu  It  « 1 6-17  » ,  1 

19)  total  Armageddon.  Everyone  within  16  maters  of  the  vehicle  suffers  the  effects  of 
result  *18-19*, 

B  11 Q) reroll  twice,  ignoring  results  of  10.  | 


COMBAT  EXAMPLE 


McBride  and  his  two  friends  Martin  and  Ben  ton  i  are 
ambushed  by  four  gangsters  in  an  alley  (all  combatants 
have  three  actions  and  no  armor) ,  The  players  roll  for 
initiative  and  GM  rolls  for  the  crooks,  and  the  results  are: 
McBride  26 

Crook  #1  24  (8) 

Martin  24  (5) 

Crook  #2  23 

Crook  #3  19 

Bentom  18 

Crook  #4  15 

Since  both  Crook  #1  and  Martin  had  the  same  result, 
they  rerolled  1  dl 0  each,  and  since  Crook  #1  had  a  higher 
res  Li  l  b  he  got  the  initiative  over  Martin,  McBride,  with  the 
highest  initiative,  is  supposed  to  act  first,  but  instead  he 
chooses  to  move  last  of  ail,  so  that  he  can  wad  and  see 
what  happens 


i  -  Crook  #1  makes  his  three  actions  (moves,  fires  at 
McBride,  and  moves  again),  The  attack  is  successful 
despite  the  -2  penalty  for  range,  and  McBride  spends 
one  action  trying  to  avoid  the  attack,  He  makes  the 
Avoid-roll,  and  nothing  happens  except  that  McBnde 
loses  one  action. 


COMBAT  MODIFIERS 


Tho  tollowfhfl  are  modifiers  specific  for  combat  situations.  Also,  see  me  general  modifiers  given  in  the  ^fields  of 
sxpertiseju-sficbon  of  the  rules. 


Situation 

Rapid  volley  attack 

Area  Spray 

Charging  1  missile) 

Charging  (melee) 

Aimed  attack 

Attacking  someone  covering  up 

Running  target 

Rapidly  moving  target 

Park  (dusk,  dawn,  shady  alley) 

Very  dark 

Target  static  (unconscious,  etc.) 

Attacker  wounded 

1  hit  left  in  ^attack  arm» 

Range 

Situation 

Single  round  attack 

Burst  attack 

Full  automatic  attack 

Rapid  volley  attack 

Area  spray  attack 

Grenades 

Incinerators 

Shotguns 

Taking  cover 

Covering  up 


Attack  roil  modifier 

’■*4  to  — 1 0 

~3 

x0,5  (rounded  up) 

-4  or -8 

+3  toCS  OR  +5  to  hit  location  roll 

-5 

-3 

-5 

+2 

-4  .  _  _  _ 

-5 


f  Avoid  rolls  allowed/required 

1  avoid  roil 

1  avoid  roll  goes  for  both  attack  rolls 

Separate  avoid  rolls  must  be  made  for  each  successful 
_attack  roll  _ 

Separate  avoid  rolls  must  be  made  for  each  successful 
attack  roil 

1  avoid  roll  with  +3 

1  avoid  roll  must  be  made  against  each  shrapnel 
1  avoid  roll  goes  for  entire  attack 

Successful  avoid  roll  halves  the  damage,  but  doesn  t 
avo(d  the  attack 

Any  number  of  avoid  rolls  may  be  made  during  the 
round,  but  nothing  else 

As  normal 


Action  t-  jB*dq  Martin  invOTtatfl 

Aciton  l  irtKla  M*rcn  ifim  IminJ  I M 

4fl>yi  3:  th»m 


z .  Martin  also  has  three  actions;  he  fires  twice  at  Crook 
#1  and  saves  his  last  action  for  later  He  has  a  -1 
penalty  for  range  f?  squares}.  The  second  attack  is 
successful,  and  since  Crook  #1  has  already  used  all  his 
actions,  he  may  not  avoid.  Martin  rolls  hit  location,  a 
<20?  f  Crook  #1  takes  4  hits  in  the  head  and  passes  out. 

3*  Crook  #2  fires  once  at  Martin,  who  is  closest, 
hits,  and  Martin  uses  his  single  saved  action  to 
avoid  He  makes  the  roll,  so  nothing  happens.  The 
crook  fires  another  time,  misses,  and  spends  his 
third  action  moving  into  cover  behind  a  corner 

4,  Crook  #3  makes  a  full  automatic  attack  at  Martin, 
who  may  not  avoid  any  more  The  first  roll  (with 
the  « Pistol  »-skilL  since  he  holds  his  CAR-24  in  one 
hand)  hits,  and  Martin  takes  3  hits  in  the  chest. 
Also  the  second  roll  {skill  light  automatics,  since 
the  CAR-24  only  has  STR-requirement  1 5) 
succeeds,  4  hits  in  the  right  arm,  but  the  third  roll 
fails.  Crook  #3  continues  with  his  second  action, 
another  full  automatic  attack  at  Martin  The  first 
rolf  is  a  hit,  another  3  hits  in  the  chest,  but  the 
second  roll  misses  (and  therefore  no  third  roll  is 
made)  Martin,  who  only  saved  one  action  for 
avoiding,  is  now  badly  wounded  Crook  #3  uses 
his  last  action  to  move  away  from  the  player 
characters'  line  of  sight. 

5.  Bentom  hasn't  done  anything  so  far.  He  spends 
his  first  two  actions  to  move  up  to  a  good  position 
to  fire  at  both  Crook  #3  and  #4,  who  stand  in 
adjacent  squares,  and  spends  his  third  action  to 
make  a  rapid  volley  attack  with  four  bullets,  two  at 
each  target,  which  means  he  has  -8  on  all  his 
attack  rolls  (no  range  penalty,  though).  The  first 
bullet  hits  Crook  #3  in  the  right  arm  inflicting  6 
hits,  rendering  it  useless  The  second  hits  Crook 


#4,  who  spends  his  first  action  of  the  round  to  avoid  it, 
easily.  The  third  bullet,  aimed  at  Crook  #3,  misses,  and 
the  fourth  hits  Crook  #4,  who  spends  his  second 
action,  trying  to  avoid  it.  He  fails  and  takes  5  hits  in  the 
stomach,  meaning  he  has  only  one  hit  left 

6.  This  means  that  Crook  #4  loses  one  action  per  CR. 
and  since  he  has  already  spent  two  actions  on 
avoiding,  he  may  not  do  anything  more  this  round. 

7*  It's  finally  McBride's  turn.  He  has  spent  one  action  on 
avoiding  and  has  two  left.  He  is  last  and  can 
summarize  the  skirmish  so  far,  Crook  #1  has  passed 
out  #2  is  OK,  standing  behind  the  left  comer,  Crook 
#3  got  his  right  arm  shot  off,  even  though  he  covered 
up  behind  the  right  comer,  and  Crook  #4  is  seriously 
damaged  in  the  stomach.  McBride  decides  this  is  a 
good  opportunity  to  use  his  Tirpitz  shrapnel  grenade 
He  aims  at  the  square  immediately  left  of  Crook  #3  but 
fails  with  his  skill  roll.  The  GM  rolls  a  dIO,  a  <4>,  and 
consults  the  grenade  chan  to  see  where  it  lands^at 
Crook  #4's  feetl 

e.  The  grenade  inflicts  1d6+1  of  damage  in  ld4  body  , 
parts  on  both  Crook  #3  and  Crook  #4,  and  none  of 
them  may  avoid  (they  have  no  actions  left)  I  McBride  1 
rolls  damage  for  Crook  #3 — 3  hit  locations:  4  hits  in 
right  leg,  2  hits  in  the  stomach,  and  another  6  hits  in  ] 
the  right  arm,  making  it  critically  wounded.  As  for 
Crook  #4,  McBride  rolls  a  when  rolling  1d4  to 
determine  the  number  of  hit  locations,  meaning  that 
only  one  body  part  is  damaged  He  rolls  hit  location,  a 
<120  Another  3  hits  m  the  stomach,  and  Crook  #4  is 
also  out. 


THE  ART 

The  Art  is  the  merchants'  name  for  the  mystical  astral  powers  that,  with  the  proper  training,  can  be  used  to 
manipulate  reality, 

The  Art  was  given  to  the  Cardinal  Nathaniel  so  that  he  could  do  battle  against  the  Dark  Legion.  It  is  a  sacred 
source  of  power,  and  under  the  guidance  of  the  Cardinal  it  has  been  researched  and  attempts  to  control  it  have 
been  made.  So  far  only  some  aspects  of  the  Art  are  understood.  It  is  known  that  ft  can  be  controlled  by  men 
pure  of  thought  and  soul  and  shaped  through  the  use  of  the  Art  of  Kinetics,  both  for  attack  and  for  defense. 

But  it  is  not  only  for  war  and  destruction  that  the  power  can  be  used.  The  Seers,  who  perform  the  Art  or 
Premonition,  spy  on  the  Darkness,  gazing  out  across  the  void  and  into  the  swirling  clouds  that  shroud  our  past 
and  our  future. 

The  Mystics  that  devote  their  studies  solely  to  the  Art  of  Changeling  become  the  masters  of  interrogation 
and  mind*reading,  of  illusion  and  exorcism. 

The  Art  is  often  described  and  visualized  as  the  White  Light.  By  reflecting,  focusing,  breaking  and  dividing 
the  white  light  into  colors  and  patterns,  it  creates  effects  beyond  the  normal  laws  of  nature. 

—  The  Sixth  Chronicle,  The  Crusades  and  the  inquisition  \  Galileo  Achwsttdtes 


THE  DIRECTORATE  OF  THE  MYSTICS 


The  Furst  Directorate  of  the  Brotherhood  is  a  mysterious 
organization  devoted  solely  to  studying  the  Art  and  finding  ways 
of  using  it  for  the  benefit  of  The  Brotherhood 

In  enormous  halls  the  apprentices  sit.  going  through  the 
Tomes  of  Control  studying  the  How  of  the  light  and  wavs 
shaping  it  into  spells.  The  older  brothers  help  in  their  education, 
sharing  their  power  and  experience  with  their  younger  adepts 
Within  the  First  Directorate  there  are  three  larger  cells,  each 
devoted  to  one  dominant  aspect  of  the  Art,  the  Cell  of  the 
DtsroRTTRs  lihe  Art  of  Kinetics),  i he  Cell  of  im  Seep  (the  Art  erf 
Premonition^  zifid  the  Cell  Of  THE  Chancellors  [the  Art  of  Changeling}. 

These  three  colls  all  take  part  in  the  Training  of  the 
apprentices,  shaping  them  and  preparing  them  foi  the  future  as 
a  Mystic  It  is  only  after  the  apprenticeship  is  done  and  the 
apprentice  has  successfully  passed  the  First  Trial  that  he  may 
carry  the  title  of  Mystic  and  use  his  powers  openly. 

THE  MASTERS  OF  THE  ART 

The  art  of  controlling  the  powers  granted  to  the  Brotherhood  is 
difficult  to  learn  and  requires  a  special  talent  The  training  takes 
several  years  and  begins  at  an  eaily  age. 

Mystics-to-be  are  recruited  from  the  masses,  chosen  by  the 
prophets  and  given  a  new  life  with  the  Brotherhood  They  have 
great  opportunities  to  become  powerful  users  of  the  Art 

The  Inquisitors  of  the  Second  Directorate  also  have  the  possibility 
of  learning  how  to  master  the  Art  Apart  from  their  devotion  to  the  Art 
of  War.  they  may  loam  the  spells  of  the  mystic  Arts,  even  though 
they  can  never  be  as  powerful  as  the  devoted  Mystics. 

TO  THE  GAMEM ASTER,  For  the  players  this  means 
that  the  onty  characters  who  control  The  Art  are  the  Mystic  and 
the  Inquisitor  These  two  backgrounds  are  special  and  are 
described  separately  from  the  others  Unless  the  player  chooses 
to  play  a  Mystic  or  an  Inquisitor,  his  character  can  never  team 
the  Art.  If  he  wants  to  use  mystic  energies  the  only  other  option 
is  to  join  the  ranks  of  Darkness 

THE  LEVELS  OF  PERFECTION 

A  Mystic  is  ranked  according  to  his  skills  and  his  control  of  the 
Art  This  is  represented  by  levels  of  perfection,  which  is  a 
measurement  of  how  much  power  he  is  able  to  channel  through 
his  body  to  use  on  the  spells  It  has  nothing  to  do  with  what 
spells  he  masters  or  how  he  is  able  to  shape  them.  It  is  simply  a 
matter  of  how  much  power  he  js  physically  able  to  unleash 


For  example,  even  an  apprentice  without  any  level  of 
perfection  can  be  able  to  master  all  known  spells  of  the  Art  and 
also  know  how  to  use  and  manipulate  them,  but  he  won't  be 
able  to  channel  the  power  required  to  use  them  At  the  first 
level  he  holds  just  enough  power  to  make  the  effects 
perceivable,  while  at  the  tenth  level,  he  can  move  mountains 

The  higher  the  level  of  perfection,  the  more  power  a  character 
holds  and  the  more  respected  he  will  be  In  theory,  there  are 
indefinite  levels  of  power  within  the  Art,  but  few  Mystics  ever 
reach  past  the  tenth  Those  who  do  are  some  of  the  most 
powerful  beings  in  the  universe.  Mystics  who  reach  levels  beyond 
the  tenth  often  join  the  secret  society  of  the  Keepers  of  the  Art 
Not  much  is  known  about  the  Keepers  as  they  only  answer  to  the 
Cardinal,  but  they  are  truly  magnificent  Mystics  and  heroes  in 
their  own  time  Using  the  lights  etaphor,  your  level  of  perfection 
determines  how  much  light  you  are  able  to  channel  through  your 
body  Until  you  reach  the  first  level,  you  can't  even  channel  the 
faint  glow  of  a  burm-oui  match,  while  at  the  tenth,  you  can 
master  the  all-consuming  rays  of  a  burning  sun. 

THE  ASPECTS 

There  are  many  different  approaches  to  channeling  the  Art  and 
transform  the  energies  into  spells  with  physical  effects.  These 
approaches  are  fundamentally  different  and  will  give  different 
results  when  used.  The  aspects  might  be  described  as  colored 
windows  that  transform  the  White  Light  into  blue,  yellow,  red 
and  green  rays 

Every  such  method— window— is  In  itsell  called  an  An 
There  are  many  such  obscure  arts  within  the  Brotherhood  but 
the  best  known  is  the  Art  of  Kinetics,  used  by  many  Inquisitors 
and  the  warbands  of  the  Mystics  The  two  othei  major  aspects 
are  the  Art  of  Changeling  and  the  Art  of  Premonition.  The  three 
mator  aspects  are  described  in  detail  further  on  in  the  text 

THE  SPELLS 

Within  each  Art,  there  are  many  different  ways  ol  manipulating 
the  power — of  reflecting,  focusing  and  dividing  the  light  Each 
way  is  called  a  Spell.  Depending  on  how  much  power— tight— 
you  use  for  the  spell,  it  wilt  have  different  affects. 

For  example,  using  the  Spelt  of  Striking  from  the  Art  of 
Kinetics,  you  can  do  anything  from  bumping  someone  s 
shoulder  to  crushing  his  ribcage  Alternatively,  you  can  reduce 
the  impact  and  use  the  excess  power  to  create  a  burning  flame 
to  add  to  the  attack 


The  mystics* 

POWER 

Stabilizer 

The  Mystics,  the  powerful 
spell-users  of  the  Brother 
hood,  hold  powers  that  are 
difficult  to  control  and 
master.  They  unleash 
enormous  flows  of  power, 
and  it  is  not  known  If  this 
n  i  ay  ha  ve  n  egat  i  ve  s  tde- 
effects  on  the  Mystics,  It  is 
known,  however,  that 
novices  have  spontaneous* 
ly  disintegrated  or  combus- 
tedy  been  randomly  tele¬ 
ported  or  simply  died  from 
heart- failure  when  the  po¬ 
wers  have  been  allowed  to 
play  freely. 

Therefore,  the  theofog^ 
rsts  of  the  Brotherhood^ 
have  developed  a  machine 
that  can  sense  the  flows  of 
power  and  absorb  the  ex* 
cqss  flows,  thereby  re  due- 
Trig  the  risk  of  overload— 
The  Power  Stabilizer.  They 
are  mostly  carried  as  e  se¬ 
curity  device,  as  an  msor- 
ahee  against  mishaps;  . 


pO*|imfOver  th^T^ing^ 


The  only  way  to  become  a  Mystic  is  to  tram  from  chi  Ed  hood,  If 
The  player  chooses  either  Mystic  or  Inquisitor  as  a  starting 
background,  he  will  have  spent  his  life  as  an  apprentice  and  will 
begin  the  game  as  a  first  level  Mystic  or  Inquisitor.  The  *■  Base 
SkiJi  values*  are  calculated  as  normal,  but  the  rest  of  The 
adolescence  development  is  skipped 

The  apprentice  is  given  comprehensive  training  in  the  An. 
how  to  control  it  and  shape  it  into  spells.  All  apprentices  are 
given  training  in  all  three  major  aspects  of  the  Art  and  SO  learn 


THE  APPRENTICESHIP 

instead  of  normal  elementary  education,  The  Brotherhood 
apprentices  receive  five  picks  in  the  Communications  field  of 
expertise  and  two  picks  in  Movement  In  addition  they  gat  four 
free  picks  to  be  distributed  in  the  Combat.  Firearms  and  Special 
fields  of  expertise  only  (none  of  these  picks  may  be  spent  oim 
spells)  This  replaces  their  elementary  educations  and  their 
adolescence  events  rolls  a.  but  they  get  ^Base  Skill  values »  as 
normal 


Free 

Equipment 


different  ways  of  approaching  the  channeling.  In  their  future  as 
Mystics*  they  can  choose  either  to  specialize  In  one  Art,  or  to 
attain  a  limited  training  in  two  or  more  Arts.  The  only  way  to 


As  apprentice,  you  are  not  allowed  to  use  your  powers 
because  of  the  strain  on  your  body  and  the  risk  of  the  dark 
powers  swaying  youi  mind  and  turning  you  into  a  Heretic  Until 


All  Mystics  are  given 
copy  of  the  Book  of  L*aw, 
blessed  by  The  Cardinal 
This  book  is  sacred  for  the 
Mystic  and  he  must  at  all 
times  carry  It  with  him. 
Also,  he  is  always  given 
all  weapons  and 
equipment  lie  will  need 
during  a  mission,  but  this 
must  of  course  be 


become  really  proficient  to  specialize  in  one  Art  only  . 

The  limit  to  how  powerful  a  Mystrc  or  inquisitor  can  be 
depends  on  how  much  time  end  effort  he  spends,  and  how 
specialized  he  wants  to  become.  Since  spells  can  only  be 
developed  with  the  Free  skill  picks,  this  is  a  tine  balance, 
especially  for  the  Inquisitor 

The  Inquisitors  rarely  attain  higher  levels  than  5  as  they 
spend  their  time  tracking  down  Heretics  and  staging  the  purging 
trials,  but  exceptions  do  exist 


you  have  learned  how  to  protect  yourself  from  this  influence, 
you  will  not  be  given  the  rank  of  Mystic 

Your  apprentice  is  now  16  years  of  age  and  will  hopefully 
soon  be  elevated  to  the  rank  of  True  Mystic  (perfection  level  1)  1 
and  begin  with  the  background  development  As  Inquisitor;  you 
must  now  choose  which  of  the  three  Arts  that  you  will  be  able  to  [ 
master  You  may  only  choose  one,  and  this  choice  will  follow  you 
for  the  rest,  of  your  life  As  a  Mystic,  you  may  change  which  Art 
to  be  tried  in  between  each  background  development  period 


BACKGROUNDS 


returned. 


The  background  development  differs  slightly  from  that  of  the  dice  rolls,  you  will  be  put  in  the  sctiptofwjms  to  penetrate  the  Art 

normal  freelancer  characters  The  most  important  difference  is  more  deeply  before  be-ng  eligible  tor  a  new  trial,  two  years  later 

that  you  can  never  become  unemployed,  instead,  if  you  fall  the 


STUDIES*  fur  each  period  of  studies  [always  rakes  rwo  years  at  a  tirnei.  make  skill  picks  accruing  u  the  ■  JiscFpie ■- 
backgttmnd  This  i $  executed  as  normal  background  development,  but  you  don't  acquire  arty  perfection  level. 


6 


choose  an  art  to  be  trialled  in 

Make  an  I  NT/PER/M ST-roll  to  see  if 
_ you  are  deemed  worthy  of  trial 

SUCCESS  |  FAILURE 

I - 1 - 

Roll  a  dtO  higher 
than  or  equal  to 
your  Perfection  level 


FAILURE 


PROCEDURE 

1  Choose  an  Aft  in  wh^ch  you 

want  to  undergo  That 
I  Kinetics  C  hinge  I  mg  or 

Premonition! 

2  Roll  a  d20  If  the  mutt 

UJWP I  thaw  ON  tquaj.  you  I 
1NT  PER  your  MST<  you 
may  continue,  otherwise  you 
are  deemed  unworthy  Find 
must  spend  another  iwo 
years  of  studies  before  feeing 
ined  again  See  w Studies* 
be  low 

3  Rot!  a  dIG  H  the  resuli  is 
NtifttA  thaH  m  FQUAt  to  your 
letvGl  of  i'ehh  email  m  the 
chosen  Art.  you  pass  The  tnal 
uOj  is  Auyvfs  success] 
Continue  at  <4*  below  If  the 
roll  is  Lwwtfl  (han  your  level 
ot  perfection ,  you  may  make 
the  skill  picks  for  your 
profession,  but  you  ate  not 
elevated  Continue  at 

A  Raise  ypur  perfection  level  in 
the  chosen  Art  bv  one 
6  Make  your  skill  picks 
according  to  your  profession 
I  Inquisitor  gr  Mystic,  which 

Art  YO'J  ve  missn  doesn't  matter l  ArtfUBJ  Voui  PER  your  MST  and  your  sooat  standard  Add  2  to  your  aye  anti  atdy  anv 
aging  effects 

ftepm  steps  i  through  !i  .mti’  yo  m  ..bafseter  rr,  eady  m  fee  part  of  the  game  Si  ret  hutuiBitars  mm  MystiOSJfeso  special,  the 
Ganwmster  has  w  set  a  limit  to  how  profrerem  they  nvay  be  b  uis  advent um  Remember  mat  only  a  hfepcffuf  of  Mystics  have 
reached  over  Perfection  level  10  It  15  a  good  idea  to  tell  the  playei  his  limit  fitruf  e  Tie  starts 


SUCCESS 


Add  one  to 
your  level 
of  perfection 


-  Make  skill  picks  according 
to  profession 

*  Adjust  Social  standing 

*  Adjust  PER  and  MST 

*  Adjust  age  (+2) 

INQUISITOR  !  MYSTIC 


-  Make  skill  picks  according 
to  the  t<Disc*ple>i  background 
■  Adjust  PER  and  MST 
•  Adjust  age  {+2} 


BACKGROUND  DESCRIPTIONS 


REQUIREMENTS.  As  norma!  The  requirements  only 
have  to  be  met  at  the  day  you  enter  your  life  in  the  Brotherhood 

FIELDS  OF  EXPERTISE.  The  « Combat  &  Firearms r* 
picks  may  be  used  from  any  of  these  fields  of  expertise  ft  is 
only  the  «Free*  picks  Thai  may  be  used  for  making  spell  picks. 
Others  are  treated  as  normal 

SOCIAL  STANDING.  A  member  of  The  Brotherhood 
always  has  Social  standing  5  until  he  reaches  level  of  perfection 


6  m  any  of  the  Arts.  Thereafter,  hi&  Social  standing  is  equal  to 
his  level  of  perfection  (10  is  maximum) 

PER- MODIFICATION.  Abnormal 

MST-MODI F!C ATION ♦  The  extraordinary  mental 
training  that  Inquisitors  and  Mystics  receive  is  reflected  by  the 
tact  that  they  get  a  modification  to  their  MSI- value  everytime 
The  background  is  repeated.  This  is  Treated  exact  i_v  as  the 
PEFkri  edification 


INQUISITOR 

Inquisitors  must  specialize  In  one  Art  only.  They  may  never 
change  their  An  between  two  background  developments 

REQUIREMENTS:  $TR  15,  PHY  14.  COR  16,  l NT  12, 
MST  9,  PER  9 


3 

Communication: 

3 

iMoveinan*. 

1 

Technical: 

— ■ 

■14  ■ 

Social  standing 

±0 

MST-modification 

+i 

DISCIPLE 

This  is  the  way  you  have  *0  go  if  you  don't  stand  up  to  a  trial  for 
elevation  It  is  not  in  any  way  considered  dishonorable,  but  it 
surely  slows  your  career  to  be  at  school  for  two  years 

requirements:  As  for  the  profession  (Inquisitor 
or  Mystic) 

_  Inquisitor  Mystic 


Communication: 


Technical: 

1 

Social  standing 

±0 

±0 

MST-modification 

+1 

+2 

MYSTIC 

Mystics  may  change  which  Art  la  be  tried  in  between  background 
development  occasions, 

requirements:  STR  9,  PHY  9.  COR  12,  I  NT  13. 
MST  13,  PER  9 


Communication: 

Technical: 

■■■■ 


t 

m 

Social  standing  ±0 


MST-modification  +3 


THE  SACRIFICE 

A  Mystic  who  gains  any 
forir^of  treasure  or 
possessions  during 
adventuring  is  pledged  to 
give  these  to  the 
Brotherhood.  This  is 
called  «the  Sacrifice^  and 
is  a  sacred  tradition  within 
the  Brotherhood,  Breaking 
this  tradition  is  equal  to 
heresy  and  punishable  by 
Inquisition,  Most  of  the 
assets  gamed  in  this  way 
are  used  for 
administrating  and 
running  the  First 
Directorate, 


PERFECTION 
LEVELS 

0  Apprentice  f 

1  True  Mystic  c 

2  True  Mystic/ 

Mysticus  Minoris 

3  True  Mystic/ 

Mysticus  Mediaioris 

4  True  Mystic/ 

Mysticus  Majoris 

5  Lord  Mystic 

6  Lord  Mystic/ 

My st feus  Piebeius 

7  Lord  Mystic/ 

Mystieus  Autonomus 

8  Lord  Mystic/ 

Mystieus  PaTriems 

9  Archmystic 

10  Arch mystic/Domina tor 

1 1  Archmystic/Divinator 
*\2  Archmyshc/Canonizer 
1  3  Prfoceps  MysUcu  s 
H  Rex  Mystieus 
15  Grand  Mystic 
16+ Keeper  of  the  Art 

Note:  «Mystk:»  may  in  I 
all  eases  be  exchanged  for 
Distorter,  Changettor,  Seer 
Of  Inquisitor,  :  | 

7  ; 

r  * 


Learning  how  to  use  spells  is  done  In  two  steps — first,  you  have 
to  learn  the  spells  themselves,  the  phrases,  gestures,  patterns, 
etc.,  and  second,  you  have  to  learn  how  to  control  The  power, 
the  light,  in  such  a  way  that  the  spells  are  effective. 

Each  of  the  three  Arts  can  be  described  as  three  different 
fields  of  expertise,  and  in  that  case,  each  spell  Is  a  skill. 

Spells  are  developed  exactly  as  any  norma!  skill.  They  can 
only  be  purchased  with  the  'Tree  skill  picks**.  You  get  a  Skill 
value  in  all  spells,  just  as  normal,  and  when  you  use  them,  you 
make  skill  rolls  just  as  normal  The  perfection  level  you  have 
reached  only  determines  the  effect  of  the  spell  Perfection 
levels  can  never  be  « purchased*,  they  are  only  automatical  I  y 
acquired  through  elevations  (=  background  repetitions) 


PERFECT  SUCCESS.  If  you  roll  art*  when  making 
the  skill  roll  for  the  spell,  the  magnitude  is  automatically 
increased  by  TWO,  at  no  extra  ncoat*  of  MST -points  Die  mystic 
decides  himself  whet  effects  the  extra  magnitudes  have 


SUCCESS,  A  successful  Skill  roll  means  the  spell  works 


FAILURE.  A  failed  skill  roll  means  the  spell  loses  two 
magnitudes  However,  it  draws  8  MST-points  less  than  norma* 
The  mystic  decides  himself  which  effects  the  lost  magnitudes 
had,  i.  e.  in  wtiat  way  the  spell  is  weakened.  A  failed  spell  of  the 
first  or  second  magnitude  has  no  effects  at  all,  and  doesn't  cost 
any  MST-points 


USING  A  SPELL 

It  takes  one  action  to  use  a  spell,  and  if  takes  effect  immediately 
What  effect  a  spell  has  depends  on  how  much  power  you  put  into  a. 
You  have  two  limits  for  this— your  perfection  level  and  your  Mentaj, 
SmNCT>+value  The  power  put  into  a  spell  is  measured  in 
Magnitudes  (MGs!  A  spell  of  the  first  magnitude  is  the  weakest  and 
a  magnitude  10  spell  is  more  than  most  Mystics  are  able  to  handle. 
The  magnitude  can  normally  noi  be  higher  than  the  perfection  level 
that  the  Mystic  has  reached  m  the  An  that  the  spell  oelongs  to. 

Further  each  magnitude  put  into  s  spell  will  cause  the 
Mystic  to  temporarily  lose  4  points  of  MST  Thus,  a  Mystic  with 
MST  14  will  not  be  able  to  throw  spells  of  more  than  the  third 
magnitude  If  the  MST  reaches  zero,  the  Mystic  passes  out 
from  the  mental  exhaustion  If  he  reaches  below  zero,  his  soul 
withers  and  dies.  Temporarily  lost  MST -points  are  regained  by 
resting;  one  point  per  one  hour  of  undisturbed  rest  1).  e.  sleep  or 
meditation  l 


FUMBLES*  A  roll  of  -20'  means  the  spell  has  no  effect, 
and  the  Mystic  must  lose  the  full  amount  of  MST-pomis 


MODIFICATIONS  TO  THE  SKILL  ROLL: 


Normal  spells 

*  The  Mystic's  perfection  level  in  the  Art  he  is  using  is  added 
to  the  chance  of  success 

*  The  magnitude  of  the  spell  is  always  deducted  from  the 
chance  of  success 

Noimaf  combat  modifications  are  also  used  in  combat 
situations,  for  example  modifications  for  stress  or  wounds. 

Some  spells  [i  e.  telepathy,  domination,  hypnosis,  command, 
exorcism  and  empathy!  affect  the  mind  of  the  target,  and  m  this 
case,  use  the  following  modifications,  (Also,  there  are  special 
rules  for  failure;  refer  to  the  spell  description.) 

*  The  target's  MST  is  deducted  from  the  chance  of  success 

*  The  magnitude  of  the  spell  is  added  to  the  chance  of 


The  Mystic's  perfection  level  in  the  Art  he  is  using  Is  added 
to  the  chance  of  success 


INTERPRETING 
THE  SKILL  ROLL 

Using  a  spell  is  done  exactly  the  same  as  using  an  ordinary  skill 


DESCRIPTIONS 


ARTS 


The  three  major  aspects  and  six  spells  associated  with  each  are 
described  here  They  are  all  given  in  the  same  format: 
area  OF  EFFECT:  how  large  an  area  the  spell 
affects  P-Personal,  it  only  affects  the  Mystic 
RANGE:  The  maximum  range  of  the  spell,  from  user  to 
target  ^Personal,  it  only  affects  the  Mystic  T=Touch.  the 
Mystic  must  touch  the  victim 

DURATION:  How  long  the  effect  lasts  ^Instantaneous. 
(^Concentration;  as  long  as  the  Mystic  concentrates 
DAMAGE:  Any  damage  caused  by  the  spell 
NOTE:  All  stats  are  for  a  spell  of  Ihe  first  magnitude  in  the 
spell  description  are  given  ihe  effects  for  increasing  the 


EXAMPLES;  Brother  Michael  throws  a  STRIKING  spell  of 
the  first  magnitude  and  the  die  roll  is  a  ibl  This  means  the  spell 
lakes  effect  as  a  STRIKE  of  the  third  magnitude ,  but  it  stilt  only 
draws  4  M$T-pomts.  Michael  chooses  that  the  two  extra 
magnitudes  causes  t extra  damage *;  ld6+4  in  tora/ 

The  next  round  Brother  Michael  tries  again ,  with  a  strike  of 
the  fourth  magnitude  t3  targets,  damage  +4)  Out  this  time  he 
fails .  The  affect  is  reduced  to  the  2nd  magnitude ,  and  Michael 
must  lose  8  M$T-pomtS  inormal  cost  tor  3  2nd  MG  spell I 
Michael  decides  that  the  lost  magnitudes  were  those  he  put  in 
to  increase  the  damage  done ,  so  the  total  damage  is  only  1 06 
Even  though  the  skill  roll  failed,  the  spell  hrts  automatically,  but 
with  reduced  effect 

Faced  with  defeat  Michael  makes  a  last  desperate  try  ro 
cripple  Ns  opponent  He  unleashes  another  strike  of  the  first 
magnitude,  but  fumbles!  This  means  he  must  pay  4  MST-pomts. 
even  though  r he  spell  has  no  effect  at  all 


GAINING  MENTAL  STRENGTH 

During  their  apprenticeship  and  through  experience,  the  Mystics 
develop  more  and  more  MST  Every  time  they  make  their  skill 
picks,  they  gam  an  automatic  bonus  to  the  MST-value,  as 
indicated  above.  Also,  in  return  for  one  free  skill  pick,  the  MST' 
value  may  be  raised  by  one.  There  is  no  limit  to  how  high  the 
MST- value  can  be. 

Example  When  Brother  Michael  (initial  MST  J6J  was 
elevated  to  the  first  perfection  level,  he  gamed  a  + 3  bonus  to  Ns 
MST  and  he  also  spent  two  free  skill  picks  on  raising  Ns  MST, 
thereby  getting  a  iota!  MST  of  21,  enough  for  throwing  five 
spells  of  the  first  magnitude  per  day  without  passing  out 


The  temporary  losses  of  MST  are  recovered  by  resting,  at 
the  rate  of  1  every  hour 


Example  A  strike  of  the  first  magnitude  inflicts  ld$  points  of 
damage  on  one  target  wsthm  15  meters ,  By  increasing  it  to  the 
second  magnitude,  the  Mystic  may  choose  to  {V  inflict  the 
same  damage  on  two  targets  within  the  seme  range:  (21  inflict 
the  same  damage  on  one  target  within  45  meiera,  or  13) 
inflicting  7 0$+2  points  of  damage  on  one  target  within  15 


A  strike  of  the  third  magnitude  might  be  a  combination  of 
these,  or  the  effects  might  be  cumulative  ft,  e  three  targets .  ] 
range  75  meters,  or  ld6+4  in  damage)  This  is  all  up  to  the 
Mystic 


magnitude 


SPELLS 


LEA 


R 


N 


NG 


KINETICS 


STRIKE 

AREA  OF  EFFECT:  1  target 
RANGE:  10  squares/ 15  meters 

DURATION: 

DAMAGE:  IdS 

This  spell  strikes  a  hard  blow  on  the 
target,  like  a  normal  missile  attack  with  a 
firearm  The  strike  is  shot  from  the  palm 
of  the  Mvstic.  and  normal  line  of  sight 


increases  the  duration  with  5  minutes 
each) 

PHANTASM 
AREA  OF  EFFECT;  P 
RANGE:  P 
DURATION:  10  min 

The  Mystic  creates  a  true  illusion  that 
allows  him  to  adopt  the  appearance  of 


TELEPORTATION 
AREA  OF  EFFECT:  1  kg  (2  lbs ,J 
RANGE:  T 
DURATION:  1 

Moves  touched  obiect  from  one  place  to 
another,  even  through  walls  If  necessary 
The  destination  can  be  any  known 


rules  apply  As  long  as  you  don'!  tumble 
[he  strike  will  hit  automatically,  buMt  can 
be  Avoided  as  normal. 

Added  magnitudes  will  cause  the 
following 

*  Range  increases  with  20  squares  130 
m)  per  extra  magnitude 

■  Damage  inflicted  increases  with  +2 
per  extra  magnitude 

*  One  additional  target  within  the  range 
is  bit 

By  adding  two  magnitudes,  the  Mystic 
can  choose  one  of  the  following  additional 
effects: 

*  The  strike  ignites  the  air  that  it 
passes,  creating  exactly  the  same 
effects  as  an  incinerator 

*  The  strike  can  be  directed  at  anyone 
within  the  range;  the  target  does  not 
have  to  be  within  line  of  sight  but 
his  presence  and  approximate 
location  must  be  known  li  e.  what 
room  he  is  in  wilt  be  enough). 

SHIELD 

AREA  OF  EFFECT:  T  X  1 

meter 

RANGE:  10  squares 
DURATION:  C  (mobile)  or  \  min 
{stand 

Produces  a  flat,  blue- shimmering  force- 
held,  with  an  armor  value  of  4  A  mobile 
Shield  may  be  moved  freely  as  long  as 
the  Mystic  concentrates  fuse  the  skill 
ParTyi,  Put  once  the  concentration  is 
lost  for  example  il  the  Mystic  is 
wounded,  the  shield  disappears.  A  static 
shield  is  immobile,  as  durable  as  a 
normal  wooden  door  and  must  be 
broken  by  brute  force 

By  adding  magnitudes,  rha  Mystic 
can  achieve  the  following  additional 
effects 

*  increasing  the  area  of  effect  to  MG 
X  MG  (A  SHIELD  of  the  fifth 
magnitude  wil  be  5  x  5  meters 
large  ] 

*  Adding  a  third  dimension  (an  MG  2 
Shield  will  create  a  cube  1  x  f  x  1 
meters  large) 

*  Increasing  the  shield's  armor  value 
by  2  per  extra  magnitude 

*  Increasing  the  duration  with  5 
minutes  per  extra  magnitude 

*  Increasing  The  duration  of  a  mobile 
shield  to  1  min  (the  Mystic  doesn't 
have  io  concentrate;  additional 
magnitudes  spent  on  this  purpose 


another  humanoid  being.  The  Mystic's 
artistic  skills  and  photographic  memory 
determines  exactly  how  dose  the 
phantasm  comes  to  raality  Ho  physical 
abilities  are  changed  by  the  spell 

Each  added  magnitude  creates  the 
following  effects 

*  Extending  the  duration  by  one  hour 

*  When  someone  tries  to  see  through 
The  illusion,  the  magnitudes  of  the 
phantasm  and  the  *dispelment  spelt* 
I  for  example  disrupt  poweb)  are 
compared  Extra  magnitudes  will  thus 
make  it  more  difficult  to  see  through 
the  phantasm. 

By  spending  two  extra  magnitudes,  the 
area  of  effect  is  extended  to  1  person  and 
range  is  extended  to  Touch— meaning  the 
phantasm  can  be  thrown  on  someone 


location  within  one  hiometer 

For  each  added  magnitude,  the  effect 
wril  increase: 

*  Area  of  effect  increases  by  5  kgs  (1 1 
lbs  J, 

*  Range  increases  by  10  meters  lyou 
don't  have  to  touch  the  object). 

*  Range  of  teleportation  is  increased  by 
10  kilometers. 

LEVITATION 
AREA  OF  EFFECT:  P 
RANGE;  P 
DURATION:  C 

This  spell  causes  the  Mystic  to  levitate 
through  the  air  at  a  rate  of  one  meter  per 
action.  Added  magnitudes  will  cause  the 
following  effects: 

*  Duration  1  minute  (every  extra 

magnitude  will  increase  this  duration 
by  &  minutes) 

*  The  Mvstic  will  move  forward  with  a 

speed  of  10  squares  (16  m)  per 
action.  Extra  magnitudes  will 

increase  this  speed  by  10  squares 

115  ml/action)  (If  needed,  count  one 
action  as  two  seconds ) 

*  Range  is  changed  to  Touch  Every 

extra  magnitude  on  top  of  this  will 
increase  range  by  10  squares/15  m 
(has  to  be  combined  with  an  Area  of 
effect  increasement) 

*  Every  extra  magnitude  wifi  increase 
the  area  of  effect  by  one  victim  (has 
to  be  combined  with  a  Range 
increase) 

EXPLOSION 
AREA  OF  EFFECT:  1  square 
RANGE:  10  squares  (15  mi 

DURATION:  I 
DAMAGE:  1d4(#TA  1d4,  SR:0J 
With  this  power  the  Mystic  shapes  the  air 
into  a  swirling  ball  of  gases,  which  then  is 
ignited  and  thrown  at  an  enemy  from  The 
Mystic's  palm,  exploding  on  impact 
(normal  line  of  sight  rules  apply),  Extra 
magnitudes  wilt  cause  the  following 

*  The  shrapnel  range  (SR)  is  increased 
by  one  square  for  every  extra 
magnitude 

*  The  number  of  targets  areas  (#TA1  is 
increased  by  +1  for  every  extra 
magnitude 

*  The  damage  Is  increased  by  +1  for 
every  extra  magnitude 

*  Range  is  increased  by  20  squares  (30 
ml  for  every  extra  magnitude 


THE  ART  OF 

Kinetics 

The'ftrt  of  Kinetics 
focuses  on  the 
manipulations  of  material 
objects.  With  their  mrnds 
they  can  move.or  even 
teleport  objects.  Their 
powers  are  often  used  in 
combat,  for  offensive  or 
defensive  purposes,  since 
they  have  the  power  to 
create  spheres  of  dense 
air  which  either  deflects 
incoming  fire  or 
accelerates  to  become 
deadly  weapons. 

Six  ways  of  using  the 
Art  of  Kinetics  are 
described  here: 


MM 


THE  ART  OF  PREMONITION 


The  Art  of 
Premonition 

The  past  and  the  future' 
are  forever  shrouded  in 
dark  and  turbulent  clbuds, 
hiding  the  truth  from  our 
gating  eyes.  But  among 
the  Brotherhood  there 
walk  men  and  women 
who  have  the  ability  to 
push  aside  the  curtains  of 
time  and  look  upon  our 
past,  like  we  would  gaze 
out  from  a  mountain  on  a 
clear  day 

These  are  the  Prophets 
and  the  Chroniclers,  They 
are  Mystics  who  have 
been  trained  from  an  early 
age  lo  use  the  spying 
powers  of  the  Art  to  look 
into  the  flow  of  time- 
The  task  of  the 


TELEPATHY 

AREA  OF  EFFECT:  1 

victim 

RANGE:  10  squares  (15  m) 
DURATION:  I 

Ilf  the  victim  is  unaware  or  unwilling, 
deduct  the  victim's  MST  from  the 
C$  and  add  the  spelt's  MG  plus  the 
Mystic's  perfection  level  to  the  CS.I 

If  the  attempt  is  successful  the 
Mystic  may  scan  the  victim's  mind 
and  instantly  get  the  answer  to  a 
direct  question. 

Example  #  Did  this  person 
participate  in  the  assassination  of 
the  inquisitor  Marcus  h  A 
successful  attempt  will  produce  a 
positive  or  a  negative  answer,  an 
unsuccessful  attempt  will  not  give 
anything  The  answer  only  shows  in 
the  Mystic  s  mind  as  a  sudden 
premonition 

An  attempt  may  not  be  repeated 
until  24  hours  have  passed.  The 
victim  is  always  unaware  of  the 
Mystic's  efforts.  The  victim's  own 
memories  and  Thoughts  are 
determining  the  answer,  and  thus 
the  An  may  not  be  used  to  tell  the 
future.  Also,  memories  implanted 
with  the  aid  of  domination  aren't 
susceptible  to  this  Art 

This  Art  is  often  used  when  the 


PRESENCE 
AREA  OF  EFFECT:  50 

squares  (75  m)  or  a  familiar  or  visible 
location 
RANGE:  P 
DURATION:  I 

This  An  gives  the  Mystic  an 
instinctive  feeling  of  all  presence  of 
the  Dark  Legion  By  giving  the  spell 
three  magnitudes  the  vision  will  be 
more  specified,  lor  example  if  the 
presence  derives  from  a  human,  a 
creature,  an  Item  ot  a  force  field. 
With  magnitude  five  or  more,  he  is 
able  to  determine  the  exact  force. 

Every  extra  magnitude  (apart  from 
the  above]  wili  increase  the  area  of 
effect  with  100  squares  1150  m! 


GAZE 

AREA  OF  EFFECT:  2 

squares  13  ml 
range:  P 
DURATION:  I 

When  using  this  spelt  the  Mystic  can 
gaze  through  solid  materials.  It  is 
stopped  by  lead  or  any  organic 
matter,  such  as  wood  The  vision  is 


therefore  be  careful  with  very  distant 
events;  if  a  character  is  seen  in  the 
vision ,  he  can't  die  until  the  event 
has  passed 


Geometers,  is  to  record 
our  history  and  events 
that  have  passed  and  in 
doing  so  bring  order  to 
our  world. 

Looking  through  the 
gate  to  the  future  are  the 
Prophets.  Mystics  of  great 
powers  .They  gaze  into 
the  Darkness  of  unshaped 
time  and  try  to  predict  the 


halls  and  catacombs.  W 
the  cathedral 8.  They 
sc  t i be  eve ryt.ta ng 
their  visions  end  their 


victim,  for  some  reason,  can't  be 
hypnotized  by  a  Charngellor 

If  the  attempt  ts  unsuccessful,  nothing 
happens  The  victim  will  not  be  aware  of 
the  fact  that  someone  tried  to  read  his 
mind 

ITEM  VISION 
AREA  OF  EFFECT:  1  item 
RANGE;  T 
DURATION:  I 

This  Art  allows  the  Mystic  to  relate 
objects  to  past  or  future  events  When 
touching  the  object,  the  Mystic  rs  able  to 
visualize  important  events  where  the 
object  plays  a  parr  The  more  well-defined 
the  Mystic  is,  the  more  well-defined  an 
answer  will  he  get 

Every  extra  magnitude  will 

*  Increase  the  range  by  10  squares  H5 

ml 

*  Specify  the  Vision  given  IGMs 
judgment} 

*  Add  one  rtem  to  the  area  of  effect 
Example  ■  The  Question  «ls  this  the  dagger 
that  wilt  slay  Nephame  Alakhas?*  will,  if 
the  answer  is  positive .  show  how  the 
dagger  pierces  the  nephante's  armor 
between  the  third  and  the  fourth  rib , 
punctures  his  lung  and  slits  his  aorta 


PREMONITION 
AREA  OF  EFFECT:  1  victim 
RANGE:  5  squares  f7  5  m) 

DURATION;  I 

This  spell  gives  the  Mystic  a  vague 
glimpse  of  some  future  event  where  the 
victim  will  play  a  significant  part  The 
Seers'  studies  are  strongly  directed 
towards  interpreting  these  glimpses;  it  is 
very  rare  that  they  are  concise  When 
using  the  Art  the  Mystic  must  specify  a 
certain  date,  location  or  event— the  more 
specified,  the  more  exact  the  vision 
Every  extra  magnitude  will 

*  Increase  the  range  by  10  squares  (15 
maters) 

*  Specify  the  Premonrtion  given  (GMs 
fudgmenil 

*  Add  one  victrm  to  the  area  of  effect. 
Example  The  Question  Will  this  man  be 
exposed  to  any  hazards  during  his 
mission? n  might,  at  worst,  be  answered 
with  glimpses  of  chains ,  necromutants  and 
black  suns,  which  might  be  interpreted  as 
that  he  is  going  to  be  captured, 
transformed  into  a  necromutant  and 
brought  to  a  dimension  with  a  black  sun 

NOTE  that  st  is  always  the  REAL  future 
that  you  will  see  and  the  future  MUST 
NOT  BE  CHANGED I  The  6M  must 


unclear  and  limited 

Each  extra  magnitude  will 

•  Increase  the  area  of  effect  (how  far 
the  Mystic  can  seel  by  10  squares  (15 

m), 

•  Provide  the  Mystic  with  total 
darkness-vision  (very  useful  in  other 
situations  as  well) 

•  Increase  the  duration  by  1  minute 

TRUE  PATH 
AREA  OF  EFFECT;  P 
RANGE:  P 
DURATION:  ! 

When  using  this  spell  the  Mystic  can 
instinctively  choose  the  right  way  when 
presented  with  a  choice  It  can  also  be 
used  to  finding  out  which  way  is  the 
safest.  To  find  the  right  way  the  Mystic 
must  phrase  a  question  m  his  mind  The 
answer  will  be  an  urge  to  follow  one  path 
or  the  other  (For  example,  « Which  way 
did  the  assassin  go??*  could  be  answered 
with  an  urge  to  go  Pack,  left  or  right  or 
even  nowhere  if  the  assassin  is  hiding 
dose  by) 

The  more  magnitudes  spent  on  the 
spell,  the  more  exaci  will  the  « answer  - 
be  With  Five  magnitudes  or  more, 
glowing  foot-prints  will  show  the  way. 


THE  ART  OF  CHANGELING 


DOMINATION 
AREA  OF  EFFECT:  1  Victim 
RANGE:  3  squares  (4,5  m) 
DURATION;  for 6 hours 
iff  the  victim  is  unaware  or  unwilling, 
deduct  the  victim  s  MST  from  the  CS  and 
add  the  spells  MG  plus  the  Mystic's 
perfection  level  to  the  CS  ) 

With  this  An,  a  Mystic  may  implant  or 
erase  memories  of  a  victim  For  short, 
simple  memories  (eg  « Forget  this 
conversation  »|r  only  3  MGs  are  required, 
the  process  is  instant  and  only  requires  a 
successful  skill  roll  For  longer  or  more 
complicated  memories,  for  example 
replacing  the  agonizing  memories  of  three 
months  of  torture  and  interrogation  with  a 
holiday  trip  on  Venus,  maybe  100  MGs 
are  required  The  victim  must  be 
hypnotized  (see  hypnosis  below)  or 
drugged  during  the  process  (it  will 
probably  take  several  days  until  enough 
MGs  have  been  spent  on  the  victiml. 

This  Art  is  often  used  to  eradicate  the 
memories  of  interrogations  or  secret 
missions 


HYPNOSIS 
AREA  OF  EFFECT:  1  victim 
RANGE:  3  squares  f4  5  m) 
DURATION:  Until  cancelled, 
max  24  hours 

(If  the  victim  is  unaware  or  unwilling, 
deduct  the  victim  s  MST  from  the  CS 
and  add  the  spell  s  MG  plus  the 
Mystic's  perfection  level  to  the  CSJ 

If  the  attempi  is  successful,  the 
victim  will  fall  into  a  deep  hypnosis 
The  Mystic  can  command  him  to 
perform  tasks  that  lie  within  his 
normal  physical  abilities  and  that 
doesnT  expose  him  to  obvious 
hazards  The  Mystic  must  have 
constant  verbal  contact  with  his 

victim 

The  victim  wilt  remember  what 
happened  during  the  hypnosis, 
provided  the  memories  aren't 
removed,  but  he  wifi  not 
automatically  be  aware  of  being 
hypnotized 

If  the  attempt  is  unsuccessful, 
nothing  happens  The  victim  will  not  be 
aware  of  the  fan  that  someone  tned  to 
hypnotize  hint. 

This  Art  is  often  used  when 
interrogating  a  victim,  forcing  him  to 
tell  the  truth. 

COMMAND 
AREA  OF  EFFECT:  I  victim 
RANGE:  1 Q  squares  (1 5  m) 

DURATION:  I 

ill  the  victim  is  unaware  or  unwilling, 
deduct  the  victim  s  MST  from  the  CS 
and  add  the  spell's  MG  plus  the 


Mystic's  perfection  level  to  the  CSJ 
With  this  Art,  the  Mystic  can 
command  a  victim  to  perform  3  sudden 
action  that  doesnT  require  any  explanation 
{eg  <iFire!»,  uJumpU,  «Turn  left  I  *  or « Hit 
the  brakes!  w)  The  victim  will  obey  the 
command  1  nst actively  and  instantaneously 
without  the  slightest  trace  of  reflecting 
upon  the  consequences.  The  command  is 
sub-consaous  and  the  victim  will  not 
know  afterwards  what  got  into  him 
Die  Gamemaster  should  allow  up  to  5 
points  bonus  to  the  victim's  MST  if  the 
command  ts  exceptionally  awkward,  for 
example  if  a  victim  is  commanded  to  kill 
someone  11-5  points)  or  to  harm  himsell 
15  points). 

If  the  attempt  is  unsuccessful,  nothing 
happens.  The  victim  will  not  be  aware  of  the 
fact  that  someone  tned  to  command  him. 

EXORCISM 
AREA  OF  EFFECT;  1  victim 
RANGE:  T 
DURATION:  f 

(It  the  victim  ts  unaware  or  unwilling, 
deduct  the  victim  s  MST  from  the  CS  and 
add  the  spell's  MG  plus  the  Mystic  s 
perfection  level  to  the  CS  J 

This  Art  is  used  when  converting 


Heretics  back  to  ^normaN  The 
magnitude  of  the  exorcism  must  be  higher 
than  the  heretic's  Flank.  A  successful 
attempt  will  convert  the  Heretic 
completely,  and  he  will  no  I  show  any 
traces  of  Dark  influence,  while  an 
unsuccessful  attempt  lowers  the  victim's 
rank  by  one  A  new  attempt  may  be  done 
after  24  hours 

This  Art  is  also  frequently  used  When 
removing  effects  0*  the  Dark  symmetry 
from  its  victims,  curing  diseases  and  other 
signs  of  the  Darkness 

MIND*  WALL 
AREA  OF  EFFECT:  P 
RANGE:  P 

DURATION:  C  Qfl  I  min  per 
perfection  level 

This  power  will  help  the  Mystic  fight  any 
dark  forces  wishing  to  enter  or  manipulate 
his  mind  When  using  this  Art  the  Mystic 
may  add  2  for  every  magnitude  placed  in 
the  Art,  and  his  perfection  level  to  his 
MST  when  rolling  on  the  Resistance  table 
in  MST  against  MST-rolls. 

This  Art  costs  only  1  MST-point  per 
magnitude  These  are  deducted  before 
the  roll  on  the  Resistance  table  is  made 
This  Art  can  be  used  as  an  *  A  void- 
roiu,  i  e.  it  may  be  laid  at  any  time  as 

]Jong  as  the  Mystic  has  at  least  one 
action  left  to  perform  rn  the  CR.  Thus, 
he  is  able  to  use  a  mind-wall  if  he 
notices  that  someone  Is  using  Dark 
symmetry. 

Example  A  Mystic  of  the  fourth 
^2  perfection  level  with  normal  MST  15 
laying  a  mind-wall  of  the  fifth 
magnitude  will  have  MST  24  when 
-  F  exposed  w  dark  powers  i add  his  MST 
rr  of  15  to  his  level,  4,  plus  W  points  for 
a  minthmall  of  MG  5  =  29,  minus  the 
vjf  five  points  that  the  spell  itself 
-  requires,  =24) 

EMPATHY 

AREA  OF  EFFECT:  1  victim 
~2  RANGE:  10  squares  05  m) 

-  DURATION:  \ 

'2  flf  the  victim  is  unaware  or  unwilling t 
-  deduct  the  victim's  MST  from  the  CS 
S  and  add  the  spell's  MG  plus  the 
Mystic 's  perfection  level  ro  the  CS  I 

!”  A  successful  use  of  this  power  will 

reveal  the  intentions  of  the  victim  It 
will  tell  the  Mystic  if  the  victim  intends 
him  harm  or  it  he  comes  in  peace  The 
general  state  of  the  Victim's  mind  ts 
also  revealed  (e.  g  rage,  hate,  love, 
^  apathy,  health,  sickness,  domination, 
22  dislike,  etc.  The  better  the  skill  roll,  the 
“ -  more  detailed  rhe  information) 

A  failed  skill  roll  reveals  nothing  at 
T3  ail  A  fumble  gives  false  information 


f  j 

w  r 

W 

^ SSft.  v 

The  Art  of 
changeling 

The  ^hangeilors,  as  the 
Mystiqs  of  this  Art  are 
often  referred  to,  have  the 
power  to  look  beyond  the 
normal  mental  barriers  of 
men  and  understand  and 
manipulate  their  thoughts, 
'memories,  feelings, 
emotions,  subconscious 
activities,  etc. 

When  using  this  Art  of 
Changeling  there  is 
always  a  struggle 
between  the  whls  of  the 
Mystic  and  the  victim, 
providing  the  victim  isn't 
hypnotized  Therefore, 
special  modifiers  are 
used 
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THE  DARK 
SYMMETRY 

And  the  howling  Legions  of  Darkness  descended  upon  us  and  wreaked  havoc  on  our  worlds,  And  around  them  the  dark  aura 
shone  like  a  corrupt  torch. 

The  Legions  commanded  power  from  the  dark  pits  of  other  planes  and  wfth  this  energy  they  corrupted  the  lands  and 
twisted  the  world  around  us. 

Strange  were  the  effects  of  the  sorcerous  ways  of  the  Legions.  The  Mystics  of  Ilian  crossed  the  star-strewn  void  to  enter  our 
minds.  The  forever  damned  Legionnaires  felt  no  pain  as  they  marched  through  the  hail  of  missiles  launched  by  our  troops.  The 
Naph antes  called  upon  forgotten  names  and  shaped  destructive  balls  of  fire  end  brimstone,  Pain  and  death  could  be  inflicted 
upon  our  troops  from  the  far  citadels  and  no  armor  could  protect  against  these  attacks,  None  of  our  fortresses  could  stand 
against  the  power  of  the  Dark  symmetry* 

—  The  Second  Chronicle t  limn  and  The  Dark  symmetry  \  Pimm  Varro 


THE  DARK  GIFTS 


The  Dark  Sou!  projects  an  aura  of  power  encompassing  all  as 
followers  giving  them  profane  knowledge  and  powers.  This  aura 
Is  known  as  the  Daik  symmetry 

Ail  beings  who  have  pledged  allegiance  to  the  Dark  Soul  are 
infused  with  the  spirit  of  the  Dark  symmetry.  From  the  lowly 
Legionnaires  and  Heretics  to  the  unforgiving  Nephames,  all  have 
their  place  in  the  complex  pattern  of  the  Dark  symmetry. 

The  Symmetry  gives  the  followers  of  Darkness  certain  abilities 
called  the  Dark  GIFTS  These  are  powers  received  either  from  the 
Dark  Soul  or  from  the  Apostle  which  the  creature  has  pledged  its 
allegiance  to 

In  the  description  of  each  being  is  detailed  what  Gifts,  if  any.  n 
has  been  given  The  Dark  Gifts  available  to  all  the  followers  of  the 
Apostles  are  described  in  the  general  section. 


THE  PATTERNS 

The  Apostles,  have  been  given  different  aspects  of  the  Dark 
symmetry  These  aspects  are  called  patterns  and  are  unique  to 
each  individual  Apostle.  The  Gifts  that  can  be  received  from  the 
pattern  are  detailed  under  each  Apostle's  pattern. 

It  is  uncommon  but  not  impossible  for  followers  of  one 
Apostle  to  have  Gifts  originating  from  another  Apostle  s  pattern 
This  is  possible  through  bargaining.  In  such  cases  the  Apostles 
have  struck  a  deal  and  exchanged  dark  secrets  It  is  most 
common  tor  the  Legions  of  Afgeroth  to  have  other  Gifts  as  the 
Demon  of  Dark  Technology  often  trades  his  technology  to  receive 
other  powers. 


LEARNING  THE  DARK  SYMMETRY 


You  can't  learn  the  Dark  symmetry  in  the  way  that  you  learn 
skills  or  spells  from  the  Arts  Instead,  the  Gifts  of  The  Dark 
symmetry  are  bestowed  upon  youH  implanted  into  your  mind  by  a 
higher  herng,  such  as  a  Nepharite  or  a  Lord  Heretic 

Normally,  Heretics  and  other  followers  of  the  Dark  Legion 
have  some  sort  of  contact  with  higher  ranking  followers  of 
Darkness,  who  can  serve  as  tutors  In  these  cases,  the  Dark 
Gifts  are  given  as  rewards  for  accomplished  missions  and 
completed  tasks  Also,  at  the  same  time,  one  or  more  new  tasks 
are  given  to  determine  what  the  Heretic  shall  do  to  be  presented 
with  the  next  gift 

USING  THE  DARK 
SYMMETRY 

When  a  being  or  a  Heretic  wants  to  use  a  Dark  Gift  he  must 
mentally  invoke  the  flows  of  the  Dark  symmetry.  The  dark  aura 
will  pick  up  the  mental  signals  and  shape  The  Dark  symmetry 
according  to  the  wishes  of  the  one  activating  it 

There  are  no  such  things  as  Skill  values  or  magnitudes  within 
rhe  Dark  symmetry,  it  is  all  a  matter  of  mental  strength  For  each 
Gift  is  given  a  level  between  f  1  *  and  <25>.  The  level  serves  two 
purposes— firsts  to  determine  how  difficult  it  is  to  use,  second,  to 
determine  how  much  power  il  drains  For  most  spells,  the  level  is 
not  fixed,  but  can  be  Increased  to  enhance  the  effect  of  the  Gift 
Example  The  Gift  of  confusing  has  level  which  means  it 
is  normally  level  6,  but  can  be  enhanced  to  have  level  Z  &  24  or 
whatever  The  invoker  decides. 

USING  A  GIFT 

Make  a  roll  on  the  Resistance-table  with  your  MST  on  « Basic 
Capability  Value »  and  the  Gift's  level  on  « Difficulty  Level*,  This 
can  have  four  results: 


AUTOMATIC  SUCCESS:  The  Gift  has  the  intended 
effect  and  drains  half  its  level  s  points  of  MST  (round  up} 

SUCCESS:  The  Gift  has  The  intended  effect  and  drains  its 
level's  full  points  of  MST 

failure:  The  Gift  has  no  effect  but  still  drains  its 
level’s  full  points  of  MST. 

AUTOMATIC  FAILURE:  Well,  anyone  can  see  it  is 
pointless  of  even  trying  this,  Put  ft  can  be  attempted  anyway, 
making  a  SUICIDE  invocation  If  deciding  on  this,  the  user's 
MST  is  temporarily  increased  by  + 10  for  this  occasion  only,  and 
then  the  roll  is  made  as  usual  If  the  roll  succeeds,  the  Gift  has  Its 
intended  effect  and  the  user  loses  all  his  remaining  MST-points  but 
one.  If  the  roll  fails,  the  spell  has  no  effect  and  the  user  loses  1d20 
MST-points  on  top  of  the  10  temporary,  which  will  probably  kill 
him. 

Example  Hose  the  Heretic  (MST  15}  tries  to  invoke  te mon  (tvl 
5}.  Referring  to  the  Resistance  table,  this  is  an  « automatic 
success*,  meaning  the  Gift  succeeds  and  Hoss  loses  3  MST- 
pomis. 

The  next  action ,  he  tries  to  invoke  a  dab*  ms  of  level  22.  and 
since  he  only  has  12  MST-points  let f,  this  is  a  suicide  invocation 
Hoss  *  MST  is  temporan^  raised  to  22,  and  he  rolls  a  *9>. 
success l  The  spell  has  the  intended  effects  and  Hoss  now  has 
one  MST-potnt  left  Had  he  failed  his  MST  would  have  been 
12-1  d20,  a  40%  chance  of  dying 

The  MST-points  are  regained  at  the  rate  of  1  every  hour  If  a 
Demg  loses  all  its  MST-points  the  soul  withers  and  dies,  and  the 
body  will  become  a  host  or  provide  raw  material 

All  Gifts  take  one  entire  action  to  invoke  [not  even  moving  rs 


THE  PRETORI  AN 
STALKERS 

These  creatures  of  the  Dark  Legion  were  named  by  the  Blood 
Berets  after  their  first  encounter.  The  Stalker  Is  a  Formidable 
creature  without  equal  among  the  forces  of  the  Dark  Symmetry 
They  are  created  by  Aigeroth's  Tekrons,  shaped  after  the  Dark 
lord's  visions  of  the  ultimate  front  line  soldier 

The  body  is  a  technological  marvel,  composed  of  motorized 
limbs,  servos  and  artificial  organs.  The  Stalker  is  a  war  machine 
with  a  living,  organic  brain,  and  this  structure  allows  it  to  carry 
heayy  support  weapons  such  as  flamers,  grenade  launchers,  any 
weapon  with  capacity  tor  large  scale  destruction  The  internal  organs  and  neural 
connections  are  protected  by  layers  of  armor,  and  the  brain  is  housed  in  an  armored  skull 
They  are  devoid  of  all  emotion  and  even  some  basic  survival  instinct,  being  the  perfect 
creature  of  war  Their  brain,  once  human,  now  in  truth  nothing  more  than  a  biological 
computer,  is  programmed  only  for  destruction 

THE  BIRTH  OF  A  STALKER 

In  the  inner  depths  of  the  Dark  Citadels,  the  Stalkers  are  created.  Tekrons  prepare  a 
Heretic,  a  human  renegade,  who  will  sacrifice  himself  to  Algeroih.  With  the  Tekrons  are 
two  Nepharites,  one  a  master  of  war  and  the  other  a  master  of  the  Dark  Symmetry  of 
Algeroth  The  Heretic,  hoisted  over  a  pool  of  active  lava,  is  lowered  slowly  into  the  molten 
minerals,  bolts  of  Dark  Symmetry  energy  coursing  over  him  as  he  disappears  below  the 
surface.  After  a  moment,  he  is  brought  up  a  charred  frame,  but  with  the  brain  very  much 


DARK 


LEGION 1M 


alive  thanks  to  the  protective  powers  of  the  Dark 
Symmetry.  Immediately,  the  Tekrons  begin  to  work  on 
the  wretched  creature,  strengthening  his  joints,  replacing 
his  ruined  organs,  and  layering  on  a  hard  covering  of 
itskinsi. 

After  this  is  done,  the  Stalker  is  to  be  returned  to  the 
fire  with  a  heavier  flow  of  Dark  Symmetry  influencing  the 
molten  flow.  The  process  is  repeated  again  and  again,, 
until  both  the  Tekrons  and  the  Nepharite  Overlords  are 
satisfied  with  the  results. 

As  the  Pretorian  Stalker  is  given  birth,  a  Tekron 
blacksmith  staves  over  the  forging  of  a  splendid  weapon, 
a  Scythe  of  Serna i,  hammering  it  into  perfection.  When 
finished  it  is  given  to  the  Stalker  by  the  Nepharite  of  war, 
and  the  Master  of  the  Dark  Symmetry  etches  a  symbol 
into  the  creature's  forehead.  The  symbol  is  a  delicate 
pattern  that  continually  changes,  its  meaning  roughly 
translates  to  « Baptized  in  Fire»  After  this,  the  Stalker  is 
introduced  to  his  combat  twin. 

THE  PRETORIAN  TWINS 

Pretorian  Stalkers  almost  always  appear  in  pairs  Their 
bio-computer  brains  are  linked  together  in  order  to  create 
a  symbiotic  battle  team.  They  react  in  unison,  providing 
backup  for  each  other  even  more  efficiently  than  the 
legendary  Doomtroopers  If  one  of  the  Stalkers  should  be 
destroyed,  the  remaining  one  becomes  totally  self- 
sufficient  and  is  just  as  capable  of  wreaking  havoc  singly 

WEAPONRY  OF  THE 
STALKERS 

The  standard  weaponry  of  the  Pretorian  Stalker  is  the 
Scythe  of  Semai,  a  large  autocannon  that  would  take  two 
necromutants  to  man  This  gun  not  only  brings  death  with 
massive  bursts  of  a  large  caliber,  high^explosive  rounds,  it 
is  also  equipped  with  a  two  and  a  half  feet  razor-sharp 
bayonet  for  close  combat.  Flamers  and  grenade  launchers 
may  also  be  mounted  to  the  weapon  This  deadly 
combination  is  suitable  for  both  open  terrain  and  city 
fighting. 


GAINING  MST-POI  NTS 

allowed!  and  they  take  effect  the  following  action  taken  Temporary  losses  of  MSI  are  regained  at  a  rate  of  one  per  hour 

The  effects  of  each  gift  are  derailed  in  the  descriptions  that  Raising  the  « germane nt*  MSI  can  be  done  by  spending  hero 

follow  points  and  by  gaining  Ranks  within  the  hierarchy  of  the  Heretics. 


DARK  SYMMETRY  GIFTS 


THE  DARK  PATTERN  GIFTS 


ILIAN 


Detailed  below  are  the  Gifts  associated  with  the  different  followers  of  the  individual  Apostle 
Apostles.  These  Gifts  are  normally  only  available  to  the 


Here  are  five  detailed  Dark  Gifts  These  are  channeled  from  the 
energies  of  rhe  Dark  soul  and  are  therefore  available  to  any 
follower  of  the  Darkness 

All  ranges  are  given  in  both  squares  and  meters, 

TERROR 

LEVEL:  5  fori  U  H  A  or  12  for  PROJECTED  TE  A  R  0  R 
RANGE:  10  sqa/1 5  m  radius  (A  U  fl  A}  or  60  sqs/90  m  for  one 
target  {PROJECTED  TERROR! 

The  user  is  able  to  project  an  aura  of  fear  around  him-  ft  affects 
all  creatures  within  a  15  meter  radius,  including  those  on  the 
same  &de  as  ihe  invoker 

The  aura  strikes  a  deep  fear  in  the  hearts  of  the  victims  and 
those  tailing  an  Easy  MST-roll  must  use  their  following  idIO 
actions  to  ties  in  a  random  direction,  using  their  maximum 
movement  allowance  Those  remaining  will  nevertheless  have 
their  chance  of  success  modified  by  -4  in  their  next  attack  against 
me  user, 

The  invoker  may  choose  to  project  the  Te on  on  one  target 
only  The  victim  must  make  a  Normal  MST-rod  or  suffer  a  heart 
attack,  if  the  roll  fails  he  takes  IdIO  points  of  damage  in  the  Chest 
from  a  head  attack  and  probably  dies  horribly  unless  medical 
assistance  is  available  If  the  roll  is  successful  the  victim  still  has 
all  his  chances  of  success  modified  by  -4  for  the  following  1d6 
rounds  There  is  a  t  in  6  chance  of  his  hair  turning  white  as  well 
This  gift  does  not  affect  already  dead  creatures  such  as  the 
Legionnaires  of  Algeroth  or  creatures  noi  possessing  intelligence 

DARK  FIRE 

LEVEL:  4+ [3  per  die  of  damage) 

RANGE:  Touch 

As  this  power  is  invoked.  Dark  Fire  flows  from  the  hands  of  the 
invoker  This  fire  can  also  be  channeled  through  a  weapon 

The  Dark  Fire  will  cause  1d6  points  of  firedamage  in  all 
attacks  the  seme  CR  as  the  invocation  is  made,  on  top  of  normal 
damage  for  the  attack  itself  The  Dark  Rre  will  also  remain  on  any 
targets  hit,  causing  damage  as  normal  fireL  being  reduced  by  l  die 
per  CR  The  OAR*  fire  disappears  from  the  weapon/the  hands  the 
next  CR 

Normally,  a  dark  w  invocation  causes  1d6  extra  damage,  bui 


DIMENSIONAL  HOLE 

LEVEL:  14 

RANGE:  50  squares/75  meters 

This  terrible  gift  tears  the  fabric  of  existence  apart  and  opens  up  a 
dimensional  hole  where  specified  by  the  invoker  for  Id6  CR:s 
Terrible  winds  tear  and  np  unfortunate  beings  apart  Any 
victim  within  10  squares/15  m  of  the  hole  wifi  be  attacked  by  the 
cold  winds,  which  cause  id6  points  of  damage  each  CR  in  a 
random  target  area  iuse  dose  combat  table  to  determine  hrt 


location i  The  victim  must  make  a  Normal  STFj-roll  before  being 
able  to  leave  the  hazardous  area  (requires  an  entire  action)  Airy 
loose  items  will  be  sucked  into  the  Void  and  are  forever  lost 


DISRUPT  POWER 

LEVEL:  See  below 
RANGE:  Personal 

This  gift  offers  protection  against  o ther  arcane  powers  other  Dark 


for  every  extra  three  levels  invoked,  it  makes  an  additional  1d6 
Example:  A  Nephante  invokes  16  points  or  MST  for  the  gift 
end  then  directs  the  power  to  his  sword .  The  sword  will  cause 
4d6  points  of  extra  damage  in  all  attacks  this  CR  The 
nexr  round i  the  victims  will  take  3d6  points  of  fire- 
damage  the  next2d6t  and  so  on 


RESIST  PAIN 

level:  1  per  CR 

RANGE:  Personal 

By  using  this  Gift  the  invoker  can  resist  all  pain  for  one 
CR.  He  will  ignore  ail  wounds  but  will  si  ill  take  damage 
as  usual  The  pain  and  effects  from'  wounds  and  other 
damage  will  not  go  away,  merely  be  postponed  for  one 
CR. 


INVOKE  PAIN 

LEVEL:  l  per  sq./l  5  m  of  range 
RANGE:  1  sq./l .  5  rfi  per  level 
This  Gift  invokes  terrible  pain  rn  the  victim  Make  a 
roll  on  the  Resistance  table,  with  the  invoker  s  MSI 
before  deducting  MST-pobts  for  this  Gift  on  « basic 
capability  value*,  and  ihe  victims  MST  on 
(‘difficulty  level  w.  If  the  roll  is  successful  for  the 
invoker  the  Gift  takes  effect  immediately 

The  pain  lasts  tor  the  rest  of  the  CR  and  will 
completely  immobilize  the  target  (=he  may  not 
perform  any  more  actions  this  CR)  However,  it 
doesn't  cause  any  physical  damage  Ibut  would  give 
a  +20  modifier  to  an  Interrogation  skill  roll  ) 


BLINDNESS 

LEVEL:  6 
RANGE:  10m 

Mate  a  roll  on  rhe  Resistance  table,  with  the 
Invoker  s  MST  before  deducting  MSTwnts  for  this 
Gift  on  « basic  capability  valuer,  and  the  victim’s 
MST  on  ^difficulty  level*  It  the  roll  is  successful  for 
the  invoker,  the  victim  is  struck  blind  for  1d6  CR 


M  U  AW  I J  H  E 


CONFUSE 

level:  6+ 

RANGE:  50  square$/75  meters 

Make  a  roll  on  the  Resistance  table,  with  the  invoker  s  MST 
before  deducting  MST-points  for  this  Gift  on  *  basic  capability 
value**  and  the  victim's  MST  on  « difficulty  level* 

If  the  victim  fails  he  ts  overwhelmed  by  tho  powers  of  the 
screaming  lord  and  is  confused  The  victim  loses  all  ability  to  act 
and  think  dearly  and  he  is  rooted  to  the  spot  for  1d6  CR:$  He  will 
still  defend  himself  against  attacks  on  his  person  ($  g  make 
Avoid-  and  Parry-rolls)  regardless  of  who  the  attacker  is,  and  with 
CS  -5, 

For  each  extra  level,  one  more  victim  within  the  range  will  be 

CONFUSED. 

INSANE  DANCE 

LEVEL:  10+ 

RANGE:  20  squares/30  meters 

The  invoker  is  able  to  commend  his  victim  to  perform  an  Insane 
dance,  totally  out  of  control  The  victim's  dance  to  the  unheard 

- music  of  the  Lord  of  Visions  and  am  totally  oblivious 

to  reality 

Make  a  roll  on  the  Resistance  table,  with  the 
invoker's  MST  before  deducting  MST^soints  for  this 
Gift  on  basic  capability  value  n  and  the  victim's  MST 
on  -i difficulty  level*  If  Ihe  mvoker  is  successful  the 
Jy  victims  will  dance  madly  for  2d8  CFt:s,  ignoring  ihe 

y  world  around  them  completely  No  attempts  at 

reviving  the  dancing  foois  will  have  any  effect 

All  missile  attacks  made  against  the  dancers  will 
have  a  -4  penalty  to  CS  due  to  the  unpredictable 
movements 

For  each  extra  level,  one  mom  victim  within  the  range  will 
begin  an  insane  chnce 

SEND  DREAMS 

LEVEL:  12 

RANGE:  special 

With  this  gift,  the  invoker  can  establish  a  link  between  him  self 
anp.  any  sleeping  victim  within  sight  *  With  in  sights  may  mean 
through  the  use  of  some  scrying  device  or  by  the  use  of  the  Dark 
symmetry 

Hie  invoker  can  specify  whicn  dreams  to  send  to  the  victim. 


often  nightmares  and  insane  visions 

If  the  invoker  so  wshes.  the  victim  will  temporarily  lose  td6 
points  of  MST  for  each  night  he  is  affected  by  the  dreams  (MST 
can't  go  below  1  I  As  no  rest  is  achieved,  the  victim  will  not  regain 
any  of  these  points  or  MSTpomts  lost  for  some  other  reason 
This  power  can  also  be  used  to  send  messages  and  warnings, 
erther  to  Heretics  or  to  the  enemies  of  the  Dark  Soul 

SLEEP 

LEVEL:  14+ 

RANGE:  50  squaras/75  meters 

Make  a  roll  on  The  Resistance  table,  with  the  invoker's  MSI 
before  deducting  MST-points  for  this  Gift  on  *  basic  capability 
value*  and  the  victim's  MST  on  *  difficulty  levsU. 

If  the  victim  fails.  he  will  immediately  fall  asleep  A  sleeping 
creature  cannot  normally  be  disturbed  for  Id6  hours  but  may  be 
aroused  if  violent  methods  are  used 

For  each  extra  level,  one  more  victim  within  the  range  will  fail 
asleep 

WIND  OF  INSANITY 

LEVEL:  20+ 

RANGE:  50  square s/7b  meters 

This  powerful  Gift  conjures  up  a  whirlwind  of  insanity  which  can 
be  directed  towards  the  invoker's  enemies  The  whirlwind  will 
last  for  one  combat  round,  plus  one  extra  round  tor  each  extra 
level  put  into  the  Gift 

The  whirlwind  has  a  diameter  of  1  square/!  .5  meters  and  can 
be  moved  around  at  the  whim  of  the  invoker  at  a  pace  of  12 
squares/ 1 3  m  per  CR  He  must  totally  concentrate  on  the  wind  to 
be  able  to  control  it  If  the  concentration  is  broken  before  the 
duration  of  The  Gift  the  wind  dies  oui 

Anyone  caught  up  in  the  wind  will  be  onset  by  hordes  of 
insanely  screaming  spints  Screams  from  all  the  insane  in  our 
universe  echo  in  the  ears  of  the  victims 

1  d6  points  of  damage  will  be  caused  in  the  head  (armor  does 
not  protect!  to  all  victims  standing  ir>  the  way  of  the  whirlwind 
every  CR.  This  attack  can  not  be  Avoided  In  addition  to  this,  they 
must  succeed  with  a  Normal  iNTfdl  every  time  they  are  affected 
If  they  fail,  they  go  temporarily  insane  and  will  fall  down  on  their 
knees,  staring  blankly  at  the  sky,  mumbling  arcane  phrases. 
Nothing  will  rouse  them  from  thrs  stale,  but  after  1  d6  minutes 
they  will  regain  their  senses 


Gifts  or  the  terrible  energies  of  the  An  For  each  level  channeled 
into  the  Gift.  Ihe  invoker  can  add  2  to  any  MST-rolls  called  for  on 
the  Resistance  table  (deduct  the  MST-points  spent  on  This  Gift 
before  the  check  is  made} 

It  can  also  be  used  to  shape  a  shield  of  power  which  will 
protect  against  attacks  causing  damage  For  every  level 
channeled  into  the  shield,  damage  by  any  « magical *  attacks 
passing  through  is  f educed  by  -5 


HAND  OF  DEATH 

LEVEL:  3  per  CR 
RANGE:  50  squares/75  meters 

The  victim  feels  a  cold  hand  closing  around  his  heart.  Make  a  roll 
on  the  Resistance  table,  with  the  invoker's  MST  before  deducting 
MST-points  for  this  Gift  on  « basic  capability  value n  and  the 
victim's  MST  on  *  difficulty  level*  If  the  invoker  is  successful  the 
victim  takes  1d6  points  of  damage  in  the  chest.  Armor  otters  no 
protection 


TIME-DEATH 

LEVEL:  9 

RANGE:  Persons! 


The  Invoker  creates  a  Lime-pocket  where  he  himself  may  act  and 
move  freely  while  everything  else  is  brought  to  a  stand-still,  He 
may  perform  IdG  "free  actions before  time  again  gams 
possession  of  its  domain 

TRUE  GATE 

LEVEL:  10+ 

RANGE:  50  squares/75  meters 

This  gift  opens  up  a  portal  warping  time  and  space  in  our 
universe  The  invoker  may  step  through  the  portal  and  appear 
anywhere  within  75  meters  of  the  anginal  portal  This  gift  can 
bypass  walls  and  doors,  allowing  entry  to  sealed  areas. 

By  creating  additional  levels  the  invoker  may  bring  other 
creatures  with  him  through  the  ponaJ.  Each  additional  level  allows 
the  passage  of  one  additional  creature.  If  the  creature  is  unwitting, 
make  a  roll  on  the  Resistance  table,  with  the  invoker's  MSI 
before  deducing  MST-points  for  this  Gift  on  #  basic  capability 
value*1  and  the  victim's  MST  on  "difficulty  levels  A  failure  means 
that  the  creature  resisted  the  Dark  symmetry 

Also,  each  additional  level  can  multiply  the  distance  by  2.  i  e. 
4  extra  levels  would  give  a  range  of  l  r20Q  meters. 


CONTROL  MIND 

LEVEL:  8 
RANGE:  20  sqs/30  m 

The  invoke?  is  able  to  control  an  intelligent  mind  by  defeating  the 
victim's  MST  Make  a  rail  on  the  Resistance  table,  with  the 
invoker's  MST  before  deducting  MSTpoints  for  this  Gift  on  »ba$ie 
capability  value »  and  the  victim's  MST  on  «difficuity  levels 

It  the  invoker  wins,  he  can  make  the  victim  perform  all  actions 
normally  within  his  ability  He  cannot  make  it  ad  on  its  own 
initiative,  the  commands  must  be  given  by  the  invoker 

The  victim  WIN  not  perform  any  actions  resulting  in  its  own 
destruction 

ILLUSION 

LEVEL:  10 
RANGE:  60  sqs/BO  m 

The  invoker  may  create  an  illusion  of  something  he  has  previously 
seen,  either  in  reality- <r*  a  dream  or  a  picture  The  illusion  will  be 
Three-dimensional  but  may  not  be  larger  than  the  invoker  An 
illusion  does  no:  affect  the  surroundings*  it  cannot  cause  damage 
to  living  beings  ft  can  indirectly  lead  unfortunate  victims  to  a 
premature  death  if  they,  for  example,  step  out  on  an  illusionary 
bridge. 

The  illusion  lasts  one  hour 

MIND-MELT 

LEVEL:  16 
RANGE:  tO  sqs/lb  m 

The  invoker  mentally  attacks  the  mind  of  another  being  Make  a 
roll  on  the  Resistance  table,  with  the  invoker's  MST  before 
deducting  MSTpoints  for  this  Gift  on  «basie  capability  value™  and 
the  victim's  MST  on  *  difficulty  level », 

If  the  invoker  is  successful  the  victim  will  lose  id6  points  of 
INT  and  the  same  amount  of  BP :s  from  the  head  These  points, 
except  for  one,  can  ONiv  be  regained  through  extensive  brain 


surgery,  and  the  last  point  will  be  lost  forever  (the  BP  of  the  head 
will  also  be  permanently  reduced  by  one) 

If  the  IKTF  reaches  0  the  brain  has  melted  and  the  victim  dies 
hornbly 

POSSESS 

LEVEL:  15+ 

RANGE:  50  sqs/75  m 

Make  a  roll  on  the  Resistance  table,  with  the  invokers  MST 
before  deducting  MST-points  for  this  Gift  on  « basic  capability 
value  “  and  the  victim's  MST  on  « difficulty  levels 

The  invoker  can  with  this  gift  take  possession  of  the  5oul  of  a 
victim  If  the  invoker  is  successful  he  will  enter  the  mind  of  the 
victim  and  take  total  control  of  its  actions  He  can  use  all  skills 
known  by  the  possessed  and  may  force  the  host  to  use  special 
abilities  such  as  Dark  Gifts  or  powers  from  the  Art  The 
possession  lasts  one  CR,  plus  one  CR  for  every  extra  level  put 
into  this  Gift. 

While  the  victim  is  possessed  the  Invoker's  body  ts 
unconscious  It  is  defenseless  but  the  mind  of  the  invoker  will  feel 
any  tampering  that's  done  with  the  body  and  can  at  will  return  to 
it.  If  the  host  is  kilted  while  possessed  the  mvoker  immediately 
returns  to  his  own  body  Out  the  experience  of  being  kilted  results 
in  him  losing  1  point  of  MST,  permanently. 

SHROUD 

LEVEL:  4 

RANGE:  4  sqs/6  m  radius 

The  invoker  conjures  up  swirling  shrouds  of  fog.  The  visibility 
within  the  fog  is  near  to  nothing  and  the  creatures  m  the  area  of 
effect  are  completely  hidden  from  view,  Alt  attacks  against  or  by 
combatants  inside  the  shrouo  are  modified  by  -7. 

The  fog  lasts  for  2d6  CR:s  and  is  completely  static,  unless 
blown  away  by  ventilation  systems  or  wind 


ALGEROTH 


INDIGESTION 

LEVEL:  6+ 

RANGE:  tO  sqs/15  m 

By  concentrating  all  its  mmdixjwers  on  a  victim  the  invoker 
opens  up  small  portals  to  one  of  the  endless  dimensions  of 
Darkness  inside  the  victim's  body  From  these  small  but  painful 
dimensional  portals  immaterial  beings  emerge  and  the  tension 
between  this  dimensional  plane  and  the  plane  of  Darkness 
generates  tremendous  heat  The  inside  of  the  victim  starts 
heating  up  and  prolonged  exposure  to  this  Gift  inevitably  leads  to 
death  when  the  innards  of  the  victim  slowly  boil  Damage  done  is 
1d6  per  CR,  roll  hit  location  as  usual  (close  combat  table) 

The  attack  normally  lasts  1  CR  buns  prolonged  by  one  CFI  per 
extra  level  placed  in  the  Gift 

DIMENSIONAL  WARP 

LEVEL:  204 
RANGE:  50 sqs/75 m 

The  dimension*!,  warp  opens  up  a  dark  portal  to  the  planes  on  the 
other  side  of  the  universe.  The  portal  is  large  enough  m  suck  a 
human  being  through  rt  and  whoever  stands  in  the  center  of 
effect  specified  by  the  invoker  will  suffer  that  fate 

During  seemingly  endless  time  the  poor  victim  will  plummet 
through  the  dark  dimensions  brought  onto  direct  contact  with  the 
true  evil  of  the  Darkness.  After  1d6  CR:s  the  victim  will  emerge 
from  the  dark  dimensions,  bruised  and  half  insane,  or  at  worst 
with  a  withered  soul 

For  each  CR  Spent  in  the  dark  dimensions  the  victim 


permanently  loses  1  d6  points  of  MST  Should  MST  reach  below 
zero,  the  victim  dies  from  insamty- 

The  Gift  normally  lasts  Td6  CR:s.  but  every  extra  level  put  into 
this  gift  will  prolong  il  by  one  CR 

DISTORT 

LEVEL:  22 
RANGE:  50  SOS/75  m 

By  using  this  Gift  the  invoker  can  warp  and  distort  reality  around 
us  Objects  the  same  size  of  the  invoker  or  smaller  may  be 
affected  Dead  material  may  be  warped  into  any  new  shape  at 
will,  while  living  beings  are  allowed  to  escape  the  effect  by 
defeating  the  invokers  MST  on  the  Resistance  table  with  their 
own  MST  [Make  a  roll  on  the  Resistance  table,  with  the  invoker  s 
MST  before  deducting  MSTpoints  for  this  Gift  on  *bas*c 
capability  value »  and  the  victim's  MST  on  ^difficulty  level*,) 

If  the  victim  falls,  the  gift  will  cause  the  poor  victim's  body  to 
twist  and  bend  into  new  shapes  Bones  are  broken  and  flesh 
remolded  like  clay  The  result  is  often  a  quivering  heap  of  living 
flesh,  wracked  in  painful  spasms  The  victim  also  loses  IdID 
points  from  each  PHY,  COR  and  SIR,  and  3d6  from  PER  (No 
capability  can  become  lower  than  31 

FLOW  OF  ACID 

level:  10+ 

RANGE:  10  sqs/15  m 

The  mvoker  opens  up  a  small  and  limited  portal  to  one  of  the  dark 


dimensions  From  this  ponal  a  Now  of  thick  acid  emerges  and 
rushes  towards  ora  target  selected  by  the  invoker 

As  long  as  the  victim  remains  in  sight  of  the  invoker  and  the 
Gift  is  maintained,  the  acid  will  attack  the  victim  Damage  done  is 
ld4,  plus  one  per  extra  level  invoked,  in  all  body  pans  Armor 
protects  as  normal,  but  will  lose  as  many  points  from  its  AV  as  the 
acid  makes  damage  (of  course,  uncovered  body  pans  take  full 
damage! 

The  acid  will  remain  on  the  victim "s  body  after  the  attack  has 
ceased,  causing  the  same  damage  minus  two  every  CR,  until  it 
reaches  zero 

Example  A  Nephame  directs  a  Flow  of  Acid  towards  a 
charging  trooper  The  Nephante  invokes  three  extra  levels,  which 
results  m  the  flow  causing  ld4+3  points  of  damage  The  result  ts 
rolled.  -6j 

The  troopers  armor  value  is  W,  meaning  the  initial  attack 
reduces  it  to  <4i  The  next  CR  the  acid  does  4  BP:s  of  damage t 
reducing  the  armor  value  to  nothing,  and  the  third  round  the  acid 
causes  2  BP:s  of  damage  in  all  of  the  trooper's  body  pans 


INVOKE  FRENZY 

LEVEL:  4+ 

RANGE:  30  sqs/45  m 

Jt  the  victim  is  unwilling,  make  a  roil  on  the  Resistance  table,  with 
the  invoker1  s  MST  before,  deducting  MST-points  for  this  Gift  or, 
abasic  capability  valuer  and  the  victim's  MST  on  ^difficulty  levels 

The  invoker  will  with  this  gift  infuse  his  followers  with  an 
insane  frenzy  At  feve!  4.  one  creature  is  affected,  but  for  every 
extra  level  invoked  tn  the  Gift,  one  additional  combatant  can  be 
affected. 

Combatants  gripped  by  the  frenzy  will  attack  ail  enemies 
without  heed  for  their  own  safety  and  will  ignore  all  pain  until  they 
are  killed  They  gain  a  damage  bonus  of  +  IdS  on  alt  dose  combat 
damage  They  fire  indiscriminately  and  all  missile  attacks  they 
perform  are  modified  by  -4,  Beings  gripped  by  frenzy  never  parry 
or  avoid  attacks 

The  frenzy  lasts  until  the  victim  is  killed  or  no  other  enemies 
are  present  The  invoker  is  never  attacked 


DEM  NOGON  IS 


TIME  ROT 

LEVEL:  21  + 

RANGE:  Touch 

Make  a  roll  on  the  Resistance  table,  with  the  invoker's  MST 
BEFORE  deducting  MST-points  for  this  Gift  on  n basic  capability 
value » and  the  victim  s  MST  on  « difficulty  levels 

If  the  invoker  is  successful,  the  victim  will  begin  to  age  at  a 
rate  of  one  year  per  CR  At  level  21  (no  extra  levels  invoked!,  he 
will  age  1d6  years,  but  this  can  be  increased  by  1d6  years  for 
every  extra  level  invoked  in  the  Gift  However,  MST-points  spent 
for  these  extra  levels  wif!  be  permanently  lost  to  the  invoker. 

Apply  any  aging  effects  immediately  and  don’t  forget  to  make 
ihe  udeartKhecksi*  every  year  after  the  age  of  45 

Example.  A  Nephante  invoking  24  levels  i three  extra!  into  a 
Gift  of  mtEwrrm  will  cause  a  victim  to  age  4<j6  years,  but  the 
Nephante  himself-  will  lose  3  points  of  MST  permanently 

ANIMATE  DEAD 

LEVEL:  14  + 

RANGE;  Touch 

The  invoker  may  animate  a  dead  body  and  create  an  undead 
slave.  The  slave  is  totally  mindless  and  will  obey  ell  of  its  invoker's 
commands  to  the  letter  If  no  orders  are  given  or  if  the  task  is 
completed  the  stave  will  stand  motionless  until  further  orders 
The  animated  dead  will  retain  his  STR  and  PHY  from  before  he 
died,  but  COR  is  halved  Only  skills  that  are  tied  to  any  of  these 

basic  capabilities  may  be 
retained,  but  only  at  half  the 
skill  value  they  had  before 
death 

Combat  statistics  are 
calculated  as  if  the  ^missing* 
basic  capabilities  were  zero 
STR,  PHY,  COR  and  the 
skill  values  of  all  the  retained 
skills  may  be  increased  by  +1 
for  each  extra  level  invoked  in 
the  Gift. 

DECAY 

LEVEL:  6+ 

RANGE:  4 sqs/6 m 
With  this  gift,  the  invoker  may 
cause  decay  in  organic  and 
inorganic  substances  or 
materials,  Wo  sentient  beings 


may  be  affected 

The  item  will  decay  and  decompose  in  1d6  rounds.  Often 
used  m  combat  on  weapons  and  armor  Can  also  be  used  on 
cybernetics  inside  a  body,  destroying  artificial  organs  or 
pacemakers. 

Normally,  the  Gift  affects  a  t  kg  mass  of  inorganic  substance, 
but  for  every  extra  level  invoked  in  the  Gift,  this  is  increased  hy  1 
additional  k.g 

DEFORM 

LEVEL:  12+ 

RANGE;  10  sqs/15  m 

Make  a  roll  on  the  Resistance  table,  with  the  invoker's  MST 
before  deducting  MST-points  lor  this  Gift  on  *  basic  capability 
value h  and  the  victim's  MST  on  « difficulty  level » 

This  gift  will  twist  and  deform  a  living  body.  If  the  victim  fails 
his  arms  and  legs  shrivel  and  he  will  be  prone  to  uncontrollable 
fits, 

The  victim's  STR,  COR.  GUI  and  all  Skills  tied  to  any  of  these 
Basic  capabilities  are  halved  for  the  duration  of  the  Gift,  This  is 
normally  1d6  minutes,  but  can  be  prolonged  by  one  minute  for 
every  extra  level  invoked  in  the  Gift 

After  this  time  the  victim  reverts  to  normal 

INFECTION 

LEVEL:  4 
RANGE:  100  m 

Make  a  roll  on  the  Resistance  table,  with  me  invoker's  MSI 
before  deducting  MST-points  for  this  Gift  on  *  basic  capability 
value*  and  tfte  victim's  PHY  on  « difficulty  leveU 

If  the  invoker  is  successful  trie  victim  is  struck  by  a  fatal 
disease  within  IdS  hours.  He  is  subjected  to  high  fevers  and 
infected  wounds  all  over  the  body  He  will  lose  1  Body  point  per 
day  in  the  chest  until  cured  or  dead  All  actions  and  basic 
capabilities  will  be  modified  by  -10  for  the  duration  of  the 
infection 

Persons  In  physical  contact  with  the  infected  victim  or  any 
items  touched  by  the  victim  will  attract  the  disease  if  they  fail  a 
Normal  PHY-roll 

The  infection  may  be  cured  by  applying  medical  expertise,  but 
this  is  normally  only  available  in  large  cities  and  not  on  the 
battlefields.  It  can  also  be  cured  with  an  Art  of  Exofkiism  of  the 
fifth  magnitude 

For  each  extra  level,  one  more  victim  within  the  range  will  be 
infected. 


WEAPONS 


WEIGHT  (W).  The  weapon/s  weight  when  fully 
loaded  and  equipped  according  to  its  picture  and 
description 

separate  weight  (SW).  For  detachable  weap¬ 
ons  accessories,  their  separate  weight 

length  (L).  Full  length.  For  weapons  with  a  folding 
or  telescopic  stock,  two  lengths  are  given 

mag  capacity  (MC).  How  many  rounds  the 
magazine/dr  um/tube/belt  holds.  In  short,  the  figure  says 
how  many  bullets  you  may  fire/how  many  attacks  you 
may  make  before  having  to  reload 

MAX  burst  length  (MBL).  For  belt-fed  weap¬ 
ons,  this  is  the  maximum  rounds  that  may  be  fired  during  a 
period  of  around  two  minutes,  or  else  the  barrel  will 
simply  melt  because  of  the  heat  Luckily,  the  barrels  are 
interchangeable  (treat  as  reloading,  takes  6  actions} 

bi pod  (SIR),  ff  you  use  the  weapon  lying  down  and 
you  are  aiming,  you  get  a  +2  mod  to  CS  if  you  have  a 
bipod  fitted  to  your  weapon. 

TELESCOPIC  SHOULDER  SUPPORT  (TSS)« 

Y=yes,  N=no,  opt=optional  (can  be  fitted,  but  not 
standard),  det=detachable  (standard  equipment,  but  can 
be  removed)  Weapons  without  extended/fixed  stocks 
may  not  be  used  for  aimed  attacks  if  used  two-handed, 
unless  red-point  sight  is  used 

grenade  launcher  (GL).  N=no,  int^ime- 
grated  (can't  be  removed),  opt=optionai  (can  be  fitted, 
but  not  standard),  det=detachabie  (standard  equipment 
but  can  be  removed) 

chain  BAYONET  (CB).  N=noT  <n t=mtegrated 
(can't  be  removed).  opr=optional  (can  be  fitted,  but  not 
standard),  det=detachabie  (standard  equipment,  but  can 
be  removed) 

telescopic  sight  (TS),  N=no,  opt^optional 
(can  be  fitted,  but  not  standard),  x1-xl2=detachab!e, 
variable  magnification,  x4/x10=detachable,  either  x4  or 
xlG  magnification. 


function  (FUNC).  The  function  of  the  weapon  ^ 
M- manual  (single-round  attacks  only),  $= semi-automatic 
(single-round  attacks  and  rapid  volleys).  A=full  automatic 
(all  firing  modes),  3=semi-automatic  with  3-round-burst 
capability  (single-round  attack,  burst,  rapid  volley) 


strength  requirement  (str).  This  is 
the  strength  required  if  you  want  to  use  the  weapon  one- 
handed  You  gel  a  -1  penalty  for  each  point  missing,  if 
you  use  both  hands,  double  your  STR-value.  Weapons 
with  a  must  be  used  with  two  hands. 


RELOADING  TIME  <RT),  The  number  of  actions 
it  takes  to  reload  the  weapon  (usually  changing  a  clip). 
You  also  have  to  make  a  skill  roll 


JAMMING  FACTOR  (JF).  If  you  fumble,  roll  a 
dIO  If  the  result  is  higher  than  or  equal  to  The  JF,  the 
weapon  is  jammed. 


#  OF  TARGET  areas  (#TA).  For  grenades,  the 
number  of  target  areas  they  hit. 


SHRAPNEL  RANGE  (SR),  The  shrapnelsr  range 
in  squares. 


damage  (DAM).  The  die-combi  nation  rolled  when 
determining  damage 


cost.  Normal  cost  Can  be  lower  if  <On  sale>.  Can  be 
higher  if  sold  illegaiy  NA-Not  normally  available. 


AVAM-ABILITY 

Availability  for  weapons  vary  between  different  places 
and  manufacturers  The  general  aile  on  Luna  is  that 
weapons  have  availability  «C»  (license  required),  but 
certain  weapons,  for  example  lighter  side-arms  have 
availability  and  heavier  weapons,  such  as  rocket 
launchers,  have  availability  *D»  In  most  places  outside 
Luna,  all  weapons  and  their  accessories  have  availability 
nB»,  alternatively, 

All  Brotherhood  and  Cybertromc  weapons  have 
availability  «F» 


range.  Range  in  squares  and/or  meters. 


Along  wfth  the  $MG:s,  handguns  are  used  as  side-arms  and  civilian  personnel  since  they  re  relatively  easy  i 
for  all  kinds  of  personnel,  primarily  those  in  non-combat  conceal 
positions  Of  course,  they  are  also  widely  used  by  agents 


SHERMAN  .74  MODEL  13  «BOLTER» 


This  caliber  74  handgun  is  the  civilian  version  of  the  M15r  without  the 
grenade  launcher  Widely  used  by  agents  and  para-military  security 
squads  Manufactured  under  license  by  Capitol-controlled  Sherman  Inc, 
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SHERMAN  .5SG  MODEL  15  «IRONFlST» 


]  This  extremely  powerful  handgun  was  originally  restricted  for  use  by 
military  special  forces  only.  Similar  to  the  M13T  but  has  smaller  calibre 
and  a  short  range  grenade-launcher  mounted  underneath  the  barrel, 
Manufactured  under  license  by  Capitol-controlled  Sherman  Inc 
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The  <Ronim  handgun  is  designed  by  Mishima-controlled  Tambu  Corp, 
but  the  popular  design  has  been  copied  by  numerous  independent 
manufacturers.  The  bullpup  design  allows  for  longer  barrel  and 
therefore  better  accuracy 
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P 60  «PU  N ISH  ER» 

This  fearsome  handgun,  nicknamed  (The  Punishen  beacause  of  its  use 
by  the  Inquisition,  is  probably  one  of  the  most  popular  weapons  on  the 
street,  both  because  of  its  reliablity  and  availability.  Extremely  powerful 
for  being  a  handgun,  but  too  large  and  heavy  for  the  small  and  weak 
Also  used  by  two  of  the  most  famous  special  forces  ever,  the 
Doomtroopers  and  the  Imperial  Blood  Berets. 
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PIRANHA  HANDGUN 

This  small  and  easily  concealable  handgun  is  a  clear  favorite  among 
freelancers,  corporate  bodyguards.  Cartel  officials  and  law  enforcers  alt 
over  the  solar  system  It  is  not  particularly  powerful,  but  a  hit  will  stop 
an  unarmored  opponent  in  most  cases  Its  major  advantage  is  that  it 
doesn't  require  a  license,  instead,  its  spread  on  the  streets  is  limited  by 
a  high  cost. 
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PSA  MK.  XIV  ^AGGRESSOR)) 

The  Aggressor  personal  side-arm  is  in  wide  use  among  Imperial 
officials,  from  bodyguards  and  security  officers  to  personnel  in  combat 
units  It  is  the  standard  weapon  of  Imperial's  intelligence  service,  iSC 
Manufactured  under  license  by  Lyon  &  Atkinson  Arms,  Inc. 
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MP-IOS 

The  MP005  (<MP<  for  machine-pistol)  is  a  superb  weapon  with  bad 
reputation  on  the  street,  mainly  because  of  the  cumbersome  and 
awkward  location  of  the  magazine  Its  main  advantage  is  the  use  of 
caseless  ammunition,  resulting  in  a  light  weapon  with  magazine 
capacity  far  beyond  normal  limits. 
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SUB-MACHINE-GUNS 


Sub-machine-guns,  or  SMG:s,  are  often  described  as  the 
most  popular  weapons  available.  With  size  and  fire¬ 
power  like  a  pistol  and  range,  ammo-capacity,  grenade 


launcher  and  rate  of  fire  like  an  assault  rifle,  they  are  ideal 
for  almost  any  environment  and  mission,  apart  from  all- 
out  field-battles 


This  Sherman-designed  weapon  is  often  referred  to  as  a  close  assault 
rifle  rather  than  an  SMG,  because  of  she  integrated  grenade  launcher  A 
popular  weapon  on  the  street,  it  is  often  seen  in  pirated  versions  of  low 
quality. 


wmr, 


120/180 


3  1d6+l 


After  the  success  with  the  Ronin  handgun,  the  Windnder  was  a  haste- 
work  that  didn't  prove  very  successful.  The  main  problem  is  the 
detacheable  grenade  launcher,  and  most  users  prefer  the  Windnder 
without  it,  as  a  pure  SMG  These  problems  were  solved  on  the  larger 
version,  the  Shogun  Assault  rifle 
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CAW2000 


The  CAW2000  is,  like  its  equivalents  in  this  category  of  weapons,  more 
of  a  close  assault  rifle  with  its  integrated  grenade  launcher  Its  one  mapr 
drawback  is  that  the  grenade  launcher  cannot  be  used  when  the 
bayonet  (hidden  inside  the  stock!  is  fixed  to  the  muzzle  A  very  rare 
weapon  almost  only  in  use  within  Cybertronic  As  all  Cybertronic 
weapons,  it  is  manufactured  by  Cybercurity  Inc. 
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SMG  MK.  IVP  « PLASM  A  INTRUDER^ 

The  manufacturers  of  this  SMG,  Lyon  &  Atkinson,  eliminated  the  need 
for  a  grenade  launcher  by  developing  the  plasma  technique.  With  the 
lower  barrel  of  the  mk  fVP  (with  ‘P‘  for  Plasma),  you  have  the  option  to 
fire  plasma-filled  bullets  which  on  impact  have  almost  the  same 
capabilities  as  a  standard  shrapnel  grenade,  but  with  considerably  better 
accuracy  and  range  The  weapon  is  often  seen  in  a  larger  version,  the 
Mk  43  intruder  assault  rifle,  which  is  identical  at  a  quick  glance. 

Note:  Plasma  ammo  attacks  are  executed  as  normal  but  avoided 
as  grenades 
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SMG  MK.  Ill  «l  NTERC  EPTOR» 

The  standard  SMG  of  most  Imperial  armed  forces,  the  Interceptor,  is  a  cloven  choice 
Some  people  love  it  for  its  feeling  of  raw  power,  while  other  find  it  far  too  heavy  and 
bulky  for  an  SMG.  It's  all  a  matter  of  taste,  but  undoubfly,  the  Interceptor  is  the  most 
powerful  of  all  conventional  sub-machine^guns. 
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GRENADE  LAUNCHER 


MP-105GW 

Simply  a  MP-105  handgun  adapted  for  use  with  a  grenade  launcher,  the 
GW  isn't  a  favorite  on  the  streets.  The  only  differences  between  the 
weapons  are  the  telescopic  shoulder  stock  and  a  more  robust  clip 
design,  better  suited  for  field  use  {the  clips  are  100%  interchangeable, 
though). 
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GW- 1  055  GRENADE  LAUNCHER 
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ASSAULT  RIFLES 
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|  Although  not  rhe  best  weapon  in  the  assault  rifle  category,  the  M50  is  one  of  the  most  widely  spread  weapons  outside  the  military  forces,  both  because  of 
the  numerous  pirated  copies  and  because  of  its  versatility  The  grenades  are  loaded  one  by  one  in  an  internal  magazine  holding  six  rounds  Stock  can  be 
folded. 


MP-1  03  «HELLBLAZER» 


The  Hellblazer  was  an  original  design  for  the  Doomtrooper  strikeforce 
later  developed  into  the  MP-1 05  It  still  has  a  number  of  advantages  over 
its  predecessor;  it  is  smaller,  more  robust,  more  reliable  and  has  a  larger 
handle  for  better  handling,  The  drawback  is  that  it  has  shorter  range  and 
lower  rate  of  fire.  Fits  wrth  the  GW-1055  grenade  launcher 


M50 


Assault  rifles  are  the  standard  weaponry  for  common 
troopers  in  the  ground  assault  forces.  With  a  standard 
barrel  of  medium  calibre  (ranging  from  4.4  to  6.5  mm.s) 


combined  with  a  20  to  30  mm  grenade  launcher,  these 
weapons  are  flexible  and  powerful  enough  for  all  kinds  of 
missions  and  enemies 


M 50  ASSAULT  RIFLE 


The  Shogun  assault  rifle  is  a  masterpiece  of  weapon  design.  Learning  from  the  mistakes  with  the  grenade  launcher  on  the  Windrider  $MG,  the  Shogun- 
version  was  given  a  totally  different  interior.  The  combination  is  one  of  the  most  compact,  reliable  and  smallest  weapons  on  the  market 
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GRENADE  LAUNCHER 
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The  AR3000  is  almost  identical  with  the  SR3500  but  has  a  37  mm  integrated  grenade  launcher  below  the  barrel  As  ail  Cybertronic-designed  weapons,  the 
AR3000  has  an  anatomical  grip  which  along  with  special  balancing  measures  facilitates  one-handed  use.  However,  the  grenade  launcher  requires  both 
hands 


ASSAULT  RIFLE  3000 

W  L  MC 

5,2  86  25 


TS  FUNC  RANGE  3TR  RT  JF 

opt  A  360/540  1  5  1  7 


COST 

12,800 


GL3O0O  GRENADE  LAUNCHER 
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The  Invader  battle  assault  rifle  is  similar  m  design  to  the  Assailant,  but  has  much 
better  closfrcombat  capabilities  due  to  the  30  mm  integrated  grenade  launcher  It 
is  the  only  grenade  launcher  that  is  drum  fed.  allowing  for  great  firing  endurance 
but  also  making  the  weapon  quite  bulky.  Here  shown  with  stock  removed 
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L&A  PLASMA  CARBINE 


This  plasms  carbine  is  similar  in  its 
interior  design  to  the  Plasma 
Intruder  SMGi  also  from  Lyon  & 
Atkinson,  but  is  considerably  more 
reliable,  robust  and  powerful  in 
order  to  be  a  weapon  fit  for  the 
greatest  heroes  of  our  world,  the 
Doomtroopers  The  grenade  laun¬ 
cher  has  been  substituted  by  plas¬ 
ma  ammo  capacity,  giving  the 
same  effects,  if  not  better 

NOTE:  When  firing  plasma 
ammo,  treat  as  normal  missile 
combat.  When  avoiding,  treat  as 
normal  grenade 
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PLASMA  AMMO 
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AG-17  « PANZER KN AC KER» 


The  Panzerknacker's  name  is  derived  from  its  outstanding  armor-piercing  capabilities,  both  with  the  34  mm  HEAT-grenades  and  with  AP-ammumtion  to  the 
4.85  mm  barrel  Its  primary  feature  is  the  extreme  rate  of  fire,  possible  only  because  of  the  caseless  ammunition  mechanism.  Folding  stock  and 
detacheable  grenade  launcher 
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With  the  sniper  rifles  the  gap  between  assault  rifles  and 
machine  guns  is  bridged.  They  have  the  same  range  and 
penetration  as  machine  guns  combined  with  the 
accuracy  of  assault  rifles  The  drawbacks  are  that  they 
are  bulky,  very  expensive  (due  to  short  manufacturing 


senes]  and  not  as  durable  as  more  conventional 
weapons. 

NOTE:  For  the  sniper  rifles,  range  is  only  given  in 
meters. 


SR-SO 


CD 


The  SFF50  is  an  extended  version  of  the  M5G  It  is  simply  a  sniper's  dream — even  while  firing  calibre  .62  bullets,  it  is  totally  recoiMess  and  almost  dead 
silent.  The  detachable  nightvision  sight  allows  the  skilled  shot  to  hit  a  five-crown  at  more  than  2000  meters.  Simple  mechanism  assures  high  reliability. 
Stock  can  be  folded. 
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Though  looking  targe  and  bulky,  the  5R3500  is  extremely  light-weight  and  stable.  The  *ibu1b»  behind  the  muzzle 
contains  the  motor  for  tne  cnainsaw-oayonet  as  weii  as  it  provides  with  storage  space*  for  the  oipoo  wnen 
folded  SR3500  has  been  produced  in  few  examples  and  is  rare  on  the  street  Detecheable  nightvision  sight. 
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TAMBU  NO.  15  «ARCHER» 


The  bullpup  design  (the  mechanism  is  placed  behind  the  trigger!  of  this  weapon  makes  it  relatively  short  for  being  a  sniper  rifle.  The  detacheable 
nightvision  sight  can  be  set  at  either  x4  or  x8  magnification,  making  it  useful  at  both  medium  and  long  ranges.  Probably  one  of  the  more  popular  assassin 
weapons 
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PSG-99 


me  PSG-99  re^es  on  the  seme  conventional  technique  as  most  other  Bauhaus-designed  weapons,  with  the  critically  angled  clip  necessary  for  flawless  use 
of  eas  el  ess  ammunition  A  master-piece  among  weapons,  the  PSG  is  favored  even  within  special  forces  of  rivalling  corporations  to  Bauhaus  Detacheable 
mghtvision  sight 
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The  Assailant  sniper  rifle,  manufactured  by  Imperial-controlled  Fieldhausen  Arms,  is  used  by  most  military  forces  connected  to  Imperial  It  is  a  reliable  and 
stable  design,  a  bit  too  heavy  to  be  popular  outside  the  armed  forces.  Detacheable  nightvision  sight. 
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The  Mephisto  Sniper  Rifle  is  a  rather  ordinary  rifle  design  with  few  gadgets  and  therefore  high  reliability.  It  is  unusually  stable  and  robust,  giving  excellent 
accuracy  and  range  The  detachable  nightvision  telescopic  sight  has  x3-x1  5  magnification  and  includes  a  red-point  emitter  for  short  ranges.  The  rifle  is  used 


SHOTGUNS 


Shotguns  are  also  referred  to  as  dose  assault  weapons, 
CAWs,  and  are  mostly  used  by  police  and  security  forces 
fighting  unarmored  opponents  They  fire  a  swarm  of  very 
fine  calibre  bullets,  often  irregularly  shaped,  and  don't 
have  much  range,  the  advantage  is  that  you  can't 
possibly  miss. 

All  shotguns  look  like  They're  double-barrelled,  but  the 
lower  barrel  is  in  fact  the  internal  magazine,  usually 
containing  4-14  rounds 


With  the  special  «slug*mmumtion»  it  is  possible  to 
achieve  the  same  range  as  normal  guns  while  still  having 
a  devastating  fire-power.  The  slugs  contain  maybe  ten  or 
twelve  very  sharp  shrapnels  that  travel  in  a  tight  cluster 
some  150-200  meters, 

NOTE:  Multiply  range  by  10  for  slug  ammunition 
Add  +1  to  the  damage  code  Disregard  special  shotguns 
rules.  All  shotguns  except  the  ^Mandible*  require  two 
hands  for  reloading,  but  not  for  firing 
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The  M516S,  SiNGLE-model,  is  Capitol  Security  Service"  standard  shotgun,  frequently  carried  both  on  patrol  and  on  emergency  calls  It  also  comes  in  a 
double-barrelled,  over*andHjnder,  version  IM516D},  restricted  to  military  use  only  The  «516S»  is  a  fairly  common  weapon — many  have  been  stolen  from 
killed  CSS  o  f  f  ice  rs- — t  can  boast  both  full  automatic  function  and  long  range.  Manufactured  under  license  by  Colding  Arms,  Inc 
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NIMROD  AUTOCANNON 

Two  barrels  are  always  better  than  oner  and 
the  Nimrod  is  the  most  fearsome  weapon  in 
the  Doomtrooper  arsenal  because  of  its 
awesome  destructive  power. 

During  one  attack  action,  you  may  make 
either  one  attack  with  a  damage  of  1d6+6(  or 
two  attacks  with  a  damage  of  1d6. 


DOOM 

TROOPERS 


LASER  SIGHT 

The  sight  projects  a  red  dot  on  your 
target,  directing  your  fire.  Can  be 
mounted  on  virtually  any  miss  lie 
weapon  with  the  correct  adapter 
See  special  rules  in  the  “ Combat »- 
chapter 


COAGULANT 

AUTOINJECTOR 

This  medical  item  Is  saved  for  the 
most  desperate  situations  where  it 
can  save  the  life  of  a  user 
Immediately  restores  a  total  of  5 
Body  points  in  one  hit  location.  Must 
be  recharged  every  time  you  have 
used  it, 


COMMAND  HELMET 

An  integrated  communication 
system  that  enables  better  contact 
between  the  trooper  and  his 
combat  coordinator  if  you  spend 
an  entire  CR  making  a  Computer 
skill  roll,  you  will  have  one  extra 
action  to  spend  the  next  ld6  CRs 


This  plasma  carbine  is  similar  in  its  interior  design  to  the  Plasma  Intruder  $MG, 
but  is  considerably  more  reliable,  robust  and  powerful  m  order  to  be  a  weapon 
fit  for  the  greatest  heroes  of  our  world,  the  Doomtroopers,  The  grenade 
launcher  has  been  substituted  by  plasma  ammo  capacity,  giving  the  same 
effects,  if  not  better  See  stats  in  The  « Weapons u-chapter 


COMBAT  MEDIC  UNIT 

This  trusted  servant  is  a  computer 
robot  medic  that  diagnoses  and  treat 
wounds  even  during  combat  Carried 
like  a  backpack.  When  used,  it  reston  I 
a  total  of  10  Body  points  Must  be 
recharged  every  time  you  have  used 


PUNISHER  COMBO 

This  effective  combination  of  an  armor-piercrng  Punisher  shortsword  and  The 
reliable  Punisher  handgun  gives  The  user  a  deadly  flexibility  The  combination 
often  used  by  the  close  combat  specialists  of  the  Doomtrooper  squads. 


Hns  heavy  weapon  fires  high-powered  ammo  and  is  feared  for  its  superior 
ability  to  destroy  anything  within  its  range.  Damage.  1  d  1 0+ 1 


The  Violator  is  an  electrooharged  battles  word.  Its 
lethal  effect  often  brings  down  many  enemies  with 
one  mighty  blow.  Damage:  1  dIO,  All  adjacent  squares 
are  attacked  with  one  single  action. 


GEHENNA  PUKER 

This  is  a  high-tech  flamethrower  that  spews  out  a  cloud  of  ignited  plasma  tha* 

nUnnrtk.nn  in  ite,  .-,n+ln  »a  n  _ 1  jr  * 


This  *  improved*  200-version  differs  from  the  ordinary  Cybercunty  SG7000  shotgun  in  that  it  has  been  redesigned  for  semi-automatic  function  only.  The 
reasons  were  mainly  that  too  many  |ams  occured  with  the  full  automatic  version,  and  with  this  weapon,  which  was  developed  for  use  in  urban  areas  by 
Cybercunty  Military  Police  officers,  they  couldn't  afford  such  failures 
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TAMBU  50/50  « AIRBRUSH » 


This  semi-automatic  shotgun  is  primarily  favored  for  its  light  weight,  large  ammo  capacity  and  low  cost  However,  this  is  reflected  in  quality  —  mam 
reports  of  too  much  play  m  the  maneuvering  handle,  ammo  explosions  and  leaks  in  the  gas  regulator  have  made  it  unpopular  among  the  freelancers 
Double  barrelled,  the  bar  re  I  Is  go  side-by-side,  and  quite  heavy  recoil. 
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This  Bartholomew  &  Grendel  production  was  their  first  real  success  in  the  weapons  branch,  and  the  design  soon  came  to  be  adopted  by  other  freelancers 
with  close  contact  with  Imperial,  such  as  Lyon  &  Atkinson  Early  on,  they  realized  there  was  a  stable  market  for  really  heavy  infantry  arms,  and  this 
standard  has  become  coherent  for  most  Imperial  arms.  Folding  stock. 
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LIGHT  MACHINE-GUNS 


bursts.  Also,  they  are  belt  fed  and  have  interchangeable 
barrels,  which  allows  for  considerably  longer  bursts 


The  light  machine-guns  have  slightly  more  fire  power 
than  the  assault  rifles,  but  the  more  solid,  heavier  design 
provides  with  better  accuracy  when  firing  automatic 


NOTE:  For  the  LMG:sh  range  is  only  given  in  meters 
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TAMBU  NO,  It  «KENSAI» 


The  Kensai  LMG  is.  in  short,  a  belt  fed  version  of  the  Shogun  assault  rifle  It  also  has  a  longer  barrel  and 
variable  rate  of  fire,  due  to  the  'trombone*  gas  regulator  handle,  A  light  and  versatile  weapon  with  long  range 
and  stable  characteristics 


The  M606  is  one  of  the  most  produced  LMG:s  ever,  a  popular  and  convenient  weapon  for  all  situations.  It  is  a  very  light  construction,  not  very  accurate  or 
reliable  but  simple  in  design  and  easy  to  handle  The  <trombone>  gas  regulator  (the  fore  handle)  allows  for  a  variable  rate  of  fire  between  500  and  1500 

rounds  per  minute  (cyclic)  Bell  fed  from  the  left  side. 
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As  most  other  Imperial-designed  weapons,  the  Destroyer  LMG  is  unusually  heavy  and  powerful  for  its  class.  And,  as  most  other  weapons  from  the  Lyon 
Atkinson  smithy,  either  you  love  them  or  you  hate  them  (or,  rather,  are  too  weak  to  use  them).  The  Destroyer  is  belt  fed  from  the  left  side  and  is  feared  fi 
having  a  quite  heavy  recoil 
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In  accordance  with  all  other  Cybertromc-designed  weapons,  the  Trooper  Support  Weapon  4000  is  the  Rolls 
Royce  of  light  machine  guns  Compact  design  in  unique  light-weight  materials,  combined  with  superb 
craftsmanship  and  leading  edge  design  makes  this  LMG  a  pearl  tn  its  own  right 
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LMG  MK.  XX 


II  «  DESTROY  ER» 


MG-40 


Literally  a  light  machine  gun,  the  MG-4G  is  not  very  much  more  than  a  belt  fed  AG-17  without  grenade  launcher  and  a  steadier  shoulder  stock  The 
weapons  are  the  same  calibre,  the  barrel  is  onlv  slightly  longer,  but  the  construction  is  more  robust  due  to  the  greater  wear  from  the  longer  bursts  A  great 
all-round  weapon 
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This  weapon  is  called  a  machine  gun  since  it  is  exclusively  used  in  that  role,  as  a  heavier  support  weapon  on  squad-level.  The  fire-power  is  equivalent  to  a 
light  assault  rifle,  but  it  is  belt  fed  and  actually  has  an  mterchangable  barrel.  It  is  held  under  the  lore-arm  and  fired  with  the  thumb-huttom,  Chain  bayonet  is 
standard. 
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The  heavy  machine-guns  are  the  most  powerful  portable  advantage  is  that  a  lot  of  metal  lands  at  a  small  spot 
automatic  weapons  available  In  order  to  Increase  the  simultaneously  and  therefore  produces  enough  power  to 
rate  of  tire  without  overheating  the  weapon,  they  have  penetrate  almost  any  armor  Described  here  are  the 
multiple  barrels  and  a  rotating  mechanism,  the  so  called  portable  versions  of  these  weapons. 

Gailing-constructlon.  While  one  barrel  fires,  one  is  being  NOTE:  For  the  HMG:s,  range  is  only  given  in 
reloaded  and  a  third  ejects  an  empty  case  Their  mam  meters, 


IMPROVED  M89 


The  Improved  M89  heavy  machine  gun  is  a  nine-barreled,  Gatling-operated  squad  support  weapon  primarily  designed  for  vehicle-mounted  use.  With  the 
addition  of  the  fore  handle  and  by  cutting  eight  inches  off  the  barrels,  it  is  possible  to  use  it  hand-held.  The  M89  dearly  stresses  firepower  before 
accuracy. 
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TAMBU  NO.  45  «  DRAGON  FI  RE» 


The  Dragonfire  is  a  unique  experimental  design  general  purpose  machine  gun,  a  three-barrel  Gatling  held  under  the  fore-arm  The  problems  with  aiming  this 
way  is  eliminated  with  an  extreme  rate  of  fire.  The  barrels  are  not  parallell,  making  the  weapon  slightly  more  compact. 
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The  squad  support  weapon  4200  is  a  three-barrel  Gatling  originally  designed  to  he  mounted  in  a  cannon  pod  or  in  a  vehicle  rack,  where  it  has  gamed 
reputation  for  being  exceptionally  accurate,  firing  hole-in-hole  at  up  to  2000  meters  The  portable  version  (the  42Q0P)  is,  of  course,  is  only  as  accurate  as  its 
user 
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This  monster  among  weapons,  the  sixteen-barreled  Charger  HMG,  is  not  a  weapon  very  often  seen  on  the  streets,  and  it  is  rarely  used  by  military  forces 
without  vehicles  The  extreme  rate  of  fire  (5r60Q  rpm  cyclic)  combined  with  the  large  calibre  (16  7  mm  s)  probably  makes  It  the  heaviest  infantTy  weapon 
ever  made  Also  comes  in  an  eleven-barrel  version  of  larger  calibre,  reducing  range  to  60%  while  adding  another  +1  to  damage 
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The  Purifier  is  a  multipurpose  support  weapon  delivered  with  a  detacheable  flamethrower,  ll  has  been  in  long  use  with  the  Brotherhood's  elite  forces  on 
both  Venus  and  Mars,  and  is  earned  at  group  level  in  both  assault  and  guard  forces, 


FUNG  RANGE 
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DAM 

COST 
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14  M  20/30 

25* 

2 

0 

1dl0+2 
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Rocket  launchers*  also  called  anti-tank  rifles,  are  multi-  engine »  that  propels  it  and  increases  its  speed  all  the 

purpose  weapons  used  either  against  armored  targets  or  way  to  impact, 

as  common  blast  grenade  launchers  (bazookas)  They  are 

almost  recoilless,  and  before  firing  the  grenade  in  the  NOTE:  On  impact,  rocket  launcher  grenades  create 

barrel  is  calibrated  to  detonate  either  on  impact  (armor  the  same  effect  as  « normal*  grenades,  but  line  of  sight 

piercing  blast)  or  after  a  certain  amount  of  time  (high  is  traced  as  in  normal  missile  combat, 
explosive  blast)  The  grenade  carries  its  own  « rocket 


DPAT-9  « DEU C E» 


The  DEUCE-system  was  the  first  successful  attempt  to  design  a  semi-automatic  portable  rocket  launcher.  It  has  seen  better  years  but  is  still  a  brilliant 
example  of  the  innovative  efforts  of  the  Capitol  weapon  engineers.  DEUCE  reads  « Dual-purpose,  Electronically  calibrated.  Unguided,  Chamber  fed, 
Explosive  charges*!. 


W  L  MC  TS  FUNC  RANGE  STR  HT  JF  #TA  SR  DAM  COST 

12,8  81  6  opt  S  200/300  25*  2  3  ld6  2  1d10+1  18,700 


This  extremely  light  and  slimmed  rocket  launcher  is  quite  in  accordance  with  Mishima's  philosophy  to  design 


light,  easy-to-use  and  easy-to-carry  weapons,  at  a  small  cost  in  fire-power  and  range.  The  semi-automatic  Daimyo  is  loaded  with  a  hanging  magazine 
carrying  7  grenades. 


By  combining  a  drum  feed  and  a  bull-pup  technique,  the  Bauhaus  weaponsmiths  once  again  have  succeeded  m  producing  the  most  user-friendly  weapon 
on  the  market,  in  its  category  In  all  aspects,  the  AHG-17  ts  almost  perfect*  as  long  as  you  don't  look  at  the  price  tag 


m  T$  FUNC  RANGE 


140/210 


1d10+2 
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BALLISTIC  NYLON 

l  ,800  crowns,  availability  S 

Armor  VaoE  2.  Tills  material  can  be  made  into 

any  kind  of  protective  appareHackets.  vests, 

ooveralls^-and  is  very  flexible,  rt  is  very  effective 

against  handguns  but  only  has  partial  protection 

against  automatic  fire 

BULLET  PROOF  VEST 

3,000  crowns,  availability  B 
Armor  Value .  3.  f  ully  conceaJable  under  clothes, 
this  multi-woven  vest  can  stop  most  handguns, 
but  not  brig  range  weapons 

COMBAT  ARMOR 

35,000  crowns  &  up,  availability  F 
Armor  Value.  4-8.  This  ts  the  popular  arrnor  of 
the  megacorporations,  and  is  only  available 
through  corporate  issue.  It'  the  adventurer  is  lucky 
fie  may  have  picked  up  one  while  on  assignment 
with  a  corporation  [if  it  wasn't  reclaimed].  Parts 
such  as  greaves,  breastplates,  shoulder  pads,  end 
arm  guards  may  be  found  on  the  black  market  in 
all  sieges  of  disr&paii 
COMPOSITE  ARMOR 

100,000  crowns  &  up.  availability  F 
Armor  Value:  7—12-  Normal  combat  armor  tn 
several  layers,  or  reinforced  with  other  kinds  of 
materials  Only  in  use  within  heavy  elite  units, 
such  as  anthtank  rangers  Normal  harness  weighs 
around  20  lbs 

FLAK  JACKET 

2,400  crowns,  availability  8 

Armor  Value:  2  This  is  the  standard  military 

surplus,  sleeveless  torso  protector  It  is  bulky  and 

uncomfortable  II  won't  stop  a  dose  range  hit  or  a 

high  powered  weapon,  but  it  will  prated  against 

that  random  bullet  or  shrapnei 

IMPACT  RESISTANT  PLASTIC 

T  ,000  crowns,  availability  A 

Armor  Value  1  Land  hockey  pads,  construction 

workers'  helmets,  skateboard  protection  gear,  etc 

CLOTHING 

Everyday  street  end  dress  clothes  come  in  a 
number  of  styles,  fabrics  and  price  tags  Bui, 


there  are  those  special  occasions  when  just  the 
right  thing  is  needed  to  complete  the  ensemble 

AIR  FILTER 

450  crowns,  availability  A 
This  is  a  simple  face  mask  with  a  charcoal 
carmdge  filter,  best  used  whan  entering 
Questionable  areas  where  chemical  traps  may  be 
present,  but  they  are  sold  everywhere  for  the 
average  citizen. 

ENVIRONMENTAL  SUITS 

90,000  crowns,  availability  F 
Armor  Value  1,  This  is  a  complete  suit— 
tecemask,  fitter,  gloves  and  suit— constructed  to 
protect  against  toxic  environments,  such  as 
Chemical  plants,  sewers,  etc  These  are  usually 
corporate  issue,  but  if  you  don't  bring  it  back,  the 
corporation  will  deduct  it  from  the  paycheck  they 
send  to  your  survivors. 

GAS  MASK 

900  crowns,  availability  B 

The  pullover  rig  includes  a  face  plate  for  vision 

and  its  own  limited  supply  (one  hour)  of  air 

GEAR  BELTS 

20  to  300  crowns,  availability  B 

Whatever  you  may  have  to  tote  must  be  properly 

secumd  Belts  include  liolsiers,  ammo  &  equipment 

pouches,  and  suspenders.  They  come  in  a  variety  of 

styles  and  quality,  at  the  GMs  discretion, 

HEADGEAR 

40  crowns,  availability  B 

Helmets  are  very  suspect  on  the  street,  so  The 
average  adventurer  must  rely  on  more  subtle 
head  protection.  Cross-woven  ballistic  doth  can 
be  made  into  berets  and  hats  ihat  can  be  folded 
or  converted  to  hoods  and  even  masks  While  the 
headgear  may  stop  a  bullet  there  is  little  it  can  do 
against  the  resulting  concussion 
LINED  COAT 
24,200  crowns,  availability  B 
Armor  Value  3.  A  favorrie  among  freelancers  and 
Cartel  agents  This  trench  coat  is  made  of 
synthileather  but  lined  with  a  bullet-stepping  plastic 
weave  It  is  a  little  heavier  than  your  average 
raincoat,  but  this  garment  stops  more  than  a  few 


drops  of  moisture.  It  can  stand  anything  up  to 
heavy  weapons.  Many  Cartel  agents  supplement 
this  with  custom  protective  trauma  plates 
RECLAMATION  SUIT 
175,000  crowns,  availability  E 
Armor  Value:  V,  This  is  a  suit  Tot  desert  survival  li 
is  constructed  like  a  living  cocoon  recycling  body 
fluids  and  cooling  the  air  intake.  At  one  lime  they 
were  readily  available,  but  now  they  may  only  be 
found  in  wayward  shops,  unless  custom  made. 

SUN  GLASSES 

48  to  600  crowns,  availability  A&B 
These  can  range  from  simple  eye  protection  to 
tinted  shooters  glasses,  and  glasses  that  polarize 
instantly  against  flares 

VAC-SUIT 

200, 000  crowns,  availability  F 

Armor  Value:  2.  This  is  a  complete  space  suit  It 

is  used  on  those  occasions  when  the  adventurer 

must  work  in  the  vacum  ot  space 

WET  SUIT 

22,000  crowns,  availability  B 

This  tnefudes  everything  needed  for  underwater 

activity  Suit,  mask,  respirator,  oxygen  tanks. 

gloves  and  fins 

SURVEILLANCE  GEAR 

Many  of  a  freelancer's  jobs  will  require  a  lot  of 

investigative  work  Sometimes  special  equipment 

will  be  needed 

BINOCULARS 

720  crowns,  availability  B 

Standard  easy-focus  for  long  range  vision.  x8 

magnification 

DATA  SCOPE 

2,700  crowns.  availa&ltyB 

This  small  hand  held  device  is  a  range  tinder. 

compass,  and  chronometer  all  in  one. 

EAR 

960  crowns,  availability  B 

This  is  a  small  but  powerful  receiver  that  picks  up 
sound  trom  a  distance  It  is  small  and  shaped  like 
a  radar  dish  the  size  of  your  palm  and  includes 
earphones- 

MINI-RECORDER 

180  crowns,  availability  A 

This  hand  field  audio  recorder  comes  m  handy  for 
recording  conversations 

NIGHT  GOGGLES 

3,000  crowns,  availability  F 
These  are  top  of  the  tin#  IH-goggles  combined 
wrth  range  finder,  binoculars,  and  a  compass 
attached  to  a  headstrap. 

NIGHT  VISION  SCOPE 

1,800  crowns,  availability  6 

Similar  to  binoculars,  but  equipped  with  IR 

capabilities  tor  night  vision. 

PORTABLE  PERISCOPE 

600  crowns,  availability  B 

This  item  fits  easily  in  the  hand  but  can  be 

extended  into  a  penscope  for  around  the  comer 

surveillance 

SCANNER 

5,000  crowns,  availability  F 

Originally  military  issue,  this  is  your  basic  motion 

detection  scanner  If  available  on  the  common 

market,  there  is  a  30%  chance  of  failure 


. 


Ail  equipment  is  rated  by 
the  following  availability: 
A— \eadily  available  at 
stores. 

B  —  only  found  at 
specialty  shops. 

C  —  restricted  use,  you 
will  need  a  permit, 
prescription,  or  license, 
D—  forbidden,  black- 
market  only. 

E  —  rare  item,  would  be 
hard  to  find  either 
because  of  its  antiquity  or 
its  unavailability. 

F  ^  available  through 
corporate  channels  only 
(high  tech) 

it  is  up  to  the  gamermster 
as  to  Which  type  of 
equipment  is  available 
and  how  much  it 
really  cost.  These  are 
intended  as  guidelines 


SEISMIC  DETECTOR 

4,000  crowns,  availability  F 
The  user  can  preset  this  device  to  alert  him  ot  the 
approach  ot  anything,  be  Jt  human  or  a  freight  truck. 
WIRELESS  TRANSMITTER 

2.400  crowns,  availability  C 

A  simple  bugging  device  Witness  pick-ups  can 
be  hidden  nearly  anywhere  and  a  remote  receiver 
can  detect  sounds  within  the  radius  of  the  pick-up 
1100-200  meters  I . 

STREET  GEAR 

AMMUNITION 

cost  varies,  availability  vanes 

Cost  for  ammunition  to  fill  one  magazine  is  1  %  of 

tfve  weapon's  cost  Machine^urts  are  considered 

having  a  100  round  magazine  tn  this  case 

Weapons  with  internal  magazines  are  considered 

holding  10  rounds,  Availability  is  the  same  as  the 

weapon's. 

BATON 

312  crowns,  availability  C 

A  standard  24  inch  police  baton  (Damage  1d4+ 1 ) 

BAYONET 

800  crowns  fit  up,  availability  B 

Individual  for  each  weapon  manufacture!  Normal 

damage:  W  -  1d6;  chain  bayonet  IdG-  1dfk2 

BIPOD 

300  crowns,  availability  B 
Accessory  to  nfles  and  machine-guns,  See 
*  Weapons  k: Kapler  for  effects,  individual  for 
each  weapon  manufacturer 

BOOMERANG 

60  crowns,  availability  B 

Boomerangs  can  be  used  as  a  weapon,  or—with 
a  whistle  attached— will  release  a  shnll  screech 
when  thrown  1  Damage  1d3.) 

CAMERA 

400  crowns,  availability  B 

Single  tens,  automatic  flash  Weight:  2  lbs  Film 

36  shots  per  roll  (18  crowns,), 

CLIPS 

cost  vanes,  availability  vanes 

Cost  for  one  empty  dip  (or  one  empty  50  round 

belt]  t$  1  %  ot  the  weapons  cost  Availability  is  the 

same  as  the  weapon's 

COMPUTER  KIT 

8,000  crowns,  availability  E 

Even  with  the  Dark  Forces,  there  are  still  some 

computers  out  there.  This  kit  allows  repair  on 

most  of  the  hardware 

CRIME  DETECTION  KIT 

2,000  crowns,  availability  C 

Everything  you  need  to  be  an  amateur  detective. 

Fingerprint  &  other  rests  can  be  conducted 

ELECTRICAL  KIT 

6,500  crowns,  availability  A 

This  kit  wilt  allow  the  repair  of  standard  electrical 

items 

film  camera 

6.400  crowns,  availability  B 

Shoulder  mounted.  Holds  fifty  minutes  of  25  mm 
film  (4  crowns,  l.  Weight  40  lbs 

FIRST  AID  KIT 

\  50  crowns,  availability  A 

Simple  injuries  can  be  handled  with  This  kit. 

GRAPPLE  HOOK 

360  crowns,  availability  8 


This  is  a  folding  version  that  can  fit  in  a  large 
jacket  pocket  Comes  with  one  hundred  feet  of 
nylon  rope 

GRENADES 

500  crowns  &  up,  availability  C  or  D 
There  are  shrapnel  grenades  ISA  1 ;  damage:  1d4. 
#TA  103),  smoke  grenades  ho  blind  enemies  and 
cover  escape),  tear-gas  grenades  Ito  smoke 
enemies  out),  phosphorous  grenades  (to 
illuminate  areas  or  set  them  on  fire)  Hand 
grenades  are  500  crowns,  grandes  for  weapons 
are  5%  of  weapon's  cost. 

GUN  KIT 

200  crowns,  availability  8 

For  basic  repair  and  maintenance  of  firearms. 

Wth  brush,  tools,  grease  and  vital  spare  parts 

RED- POINT  SIGHT 

Cost  varies,  availability  F 

Enhances  accuracy  drastically  when  using 
firearms.  See  special  rotes  in  "Combat chapter 
Cost  same  as  weapon's. 

LOCK  PICK  KIT 
1 ,000  crowns,  availability  D 
An  assortment  of  tools  needed  to  pick  all  manual 
and  some  electronic  locks. 

PORTABLE  PHONE 

6,000  crowns  +  about  500  crowns  a  month, 

availability  A 

This  is  a  cellular  phone  that  can  be  used 
anywhere  provided  vou  pay  your  bill 
SPRING  BILLY  CLUB 
360  crowns,  availability  C 
This  six  inch  rod  expands  to  21  inches,  providing 
the  adventurer  with  a  formidable  street  weapon, 
(Damage  Id4+Tj  Possession  =  six  years  hard 
labor 

TELESCOPIC  SIGHT 

1,400  up  availability  C 

As  described  in  the  « Combat  * -chapter,  the 
telescopic  sights  drastically  increase  the  hit 
probability  in  Jong  range  battles.  Cost  halt  of 
weapon's. 

TOOL  KIT 

2,200  crowns,  availability  A 

A  basic  tool  kn  With  this  kit  the  Freelancer  can 

sepair  almost  any  mechanical  object. 

ULTRASONIC  lAPPEfi 

2,600  crowns,  availability  B 

Like  the  electronic  one,  this  Zappe*  reteases  an 

ultrasonic  blast  that  will  knock  down  an  opponent 

and  render  him  unconscious  for  about  twenty 

minutes 

VIDEO  CAMERA 

26,800  crowns,  avastaNty  B 
Shoulder  mounted.  Battery  [rechargeable!  for  one 
hour  Cassettes  (1  hour)  30  crowns.  Weight  2 
lbs, 

ZAPPER 

2,770  crowns,  availability  C 
Zappers  are  small  boxes  with  an  electronic  charge 
of  120,000  volts.  Applied  to  an  opponent,  it  will 
render  him  unconscious  tor  half  an  hour. 

EXPLOSIVES 

DEMOLITION  KIT 

4,500  crowns,  availability  D 

This  is  a  serious  set  for  anyone  trained  to  arm  and 

defuse  explosives 


DYNAMITE 

60  crowns,  availability  D 

Sometimes,  just  plain  old  TTMT  does  the  job  when 
nothing  else  will,  Price  is  per  stick  tl/4  Ibsl  ot 
dynamite. 

FLARES 

1 50  crowns,  availability  8 

Standard  flares  for  marking  off  areas  or  alerting 
cohorts  of  a  site.  Each  cartridge  releases  a  brilliant 
glow  for  a  couple  of  minutes 

MINES 

3,000  crowns,  availability  D 
Land  mines.  These  are  not  popular  m  the  Mutant 
Chronicles  work),  bui  they  do  exist.  They  are 
usually  set  to  go  oft  when  stepped  on,  but  can 
also  have  a  delay  trigger  set  to  explode  after  being 
activated  Powerful  enough  to  blow  away  a  teg 
regardless  of  boots  or  armor.  (Damage  1d6+8  m 
either  teg.  I 

PLASTIC  EXPLOSIVES 

1 80  crowns  per  block,  availability  D 

This  is  your  srandard  plastic  explosFve,  comes 

with  detonators 

SMOKE 

150  crowns,  availability  0 

Just  like  flares,  but  each  cartridge  emits  smoke. 


VEHICLES 

Everyday  vehicles  come  In  a  wide  variety  of 
brands  and  models,  and  below  Is  only  a  general 
listing  of  costs  and  performance' 

JUNK  PILE 

1 ,000  crowns,  availability  8 

This  car  saw  its  best  yeara  a  tong  time  ago  Used 

as  an  escape  vehicle  or  road-blocker  Failure  rate' 

20%  per  start  and  1 00  miles  Max  speed:  60 

mph. 

ORDINARY  USED  CAR 

7.500  crowns,  availability  B 

Used,  but  still  working.  Ibis  car  ts  some  15  years 

old  and  has  accumulated  1 20,000  miles.  Max 

speed:  80  mph 

FAMILY  CAR 

70,000  crowns,  availability  fl 

A  new,  good,  car  with  all  the  standard  accessories 

and  a  little  more.  Max  speed:  1 10  mph 

SPORTS  CAR 

400,000  crowns,  availability  E 

A  new.  really  fancy  sports  car  ot  the  latest  design 

with  all  the  latest  gadgets.  Max  speed:  180  mph 

MOTORCYCLE 

100,000  crowns,  availability  B 
Hot  very  common  because  d  the  hazards  of 
extremely  heavy  traffic,  but  convenient  for  anyone 
who  wants  to  avoid  the  traffic  jams  Max  speed 
120  mph. 

HELICOPTER 

750,000  crowns,  availability  E 
Used  by  surveillance  and  secunty  companies, 
some  cab  companies  and  high  executives  4 
passengers.  Max  speed  300  mph 
SMALL  AIRCRAFT 
1 ,000,000  crowns,  availability  E 
A  scarcity  of  landing  strips  make  these  very 
uncommon  in  the  cities.  10  passengers.  Needs 

1.500  feet  of  landing  stnp  flake  ot  dean,  level 
surface)  Max  speed  350  mph 
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COMBAT  STATISTICS 

1  |  Total  BPs 

□  Movement  allowance  I  I 
Squvfefcctn  Mft«n/ifiirw1t| _ I 

[  1  Offensive  bonus  (OBI 

□  Actrons/CR 
I  j  Defensive  bonus  (DB) 

|  j  Perception  bonus  IPB) 


WEAPON 


AREA 

CLOSE 

MISSILE 

ARMOR 

ARMOR 

MAX 

BODY  POINT 

COMBAT 

COMBAT 

TYPE 

VALUE 

BP:S 

COUNTDOWN 

Left  leg 

1-t 

1-3 

Right  leg 

4-6 

4-6 

Left  arm 

7-9 

7-8 

flight  arm 

10-12 

9-10 

Stomach 

13-16 

11-14 

Chest 

16-18 

15-19 

Heed 

19-20 

20 

0  hits  left:  Arms:  Out  Legs:  -2  steps/ ectn  Chest  Stomr  Head:  Unconscious 

1  hit  left:  Arms:  -5  on  attacks  Legs:  -1  step/actn  Chest,  Siam,  Heed:  -1  actn/CR 


OTHER 


IE3 

DAMAGE 

E3 

func  | 

[  RANGE 

CHARACTER  SHEET 


COMBAT 

Missile  weapons 

(COR) 

Brawling 

(STR) 

Wrestling 

(COR) 

Thrown  weapons 

(COR) 

Melee  weapons 

(STR) 

Parrying 

(COR) 

FIREARMS 

Handguns 

(COR) 

Rifles 

(COR) 

Light  automatics 

(STR) 

Heavy  automatics 

(STR) 

Shoulder  launched  weapons  (1  NT) 

Grenade  launchers  (COR) 

COMMUNICATION 

Administration 

(INT) 

Oratorv 

(PER) 

Dealing 

(INT) 

Social 

(PER) 

Interrogation 

(PER) 

Conning 

(PER) 

MOVEMENT 

Sleight  of  hand 

(COR) 

Stealth 

(COR) 

Agility 

(COR) 

Climbing 

(STR) 

Flying  vehicles 

(MST) 

Ground  vehicles 

(COR) 

TECHNICAL 

Chemistry 

(INT) 

Weapon  systems 

(INT) 

Computers 

(INT) 

Electronics 

(INT) 

Medicine 

(INT) 

Mechanics 

(INT) 

SPECIAL 

Avoid 

(DB) 

Perception 

<PB> 

EQUIPMENT  &  ECONOMICAL  DETAILS 


IT  ALL  BEGAN  IN  THE  DARKNESS  OF  THE  VOID. 

WE  FREED  OURSELVES  FROM  THE  HELL  WE  KAO 
CREATED  ON  EARTH,  BUT  FREEDOM  HAD  A  PRICE. 

THE  WEAK  AND  THE  POOR  FELL  VICTIM  TO  THE 
CORPORATIONS,  WHO  RULE  THE  SOLAR  SYSTEM. 

DRIVEN  BY  THEIR  GREED,  THE  CORPORATIONS  LAID 
CLAIM  TO  THE  TENTH  PLANET  AND  WOKE  THE  SLEEPING 
BEAST,  MAY  ITS  NAME  BE  FOREVER  DESPISED. 

THUS  DID  THE  DARK  LEGION  DESCEND  ON  US, 
HOWLING  FOR  OUR  DEATH  AND  DESTRUCTION. 

NOW  IS  THE  TIME  TO  CONQUER  OUR  FEAR  AND  STAND 
UP  AGAINST  THE  TIDAL  WAVE  OF  THE  DARK  SYMMETRY. 

NOW  IS  THE  TIME  FOR  HEROES. 
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